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here is always an element of 
trepidation amongst readers 
and new editor alike when a 

magazine’s familiar figurehead 

has gone. Will the content 

change drastically? What direc- 

tion will the magazine take? 

What plans does the new editor 

have... ? Stay tuned to the next 

few issues and find out! 

Meanwhile, readers who have 
been following the magazine for 
the last year or so should have 
noticed a shift away from the 
usual formulaic style, and indeed, 
the White Dwarf has been mutat- 
ing slowly into a different beas- 
tie. This amorphous creature 
needs shaping into its final form, 
for which we need input from 
you, the readers. Once again that 
strange alien menace that is the 
readers’ survey looms on the 
horizon.... 

Meanwhile, | hope you enjoy 
this quite remarkable issue of the 
Dwarf. There are six features to 
stimulate your role-playing 
experiences. And why not? That, 
after all, is what we’re here for. 
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In Open Box, fantasy and science 
fiction games and supplements 
currently in the shops are 
reviewed by independent 
authorities. 
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GOLDEN HEROES SUPERVISORS KIT 
RPG Play-Aid 
Games Workshop £3.95 


Hmm, interesting product to review, this 
one. When you first see it on a shop shelf 
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you will probably think something like: 
‘Hey, this is pretty thick, must be a good 
buy.’ Having got it home and discovered 
that the thickness is almost entirely due 
to a pad of pre-printed forms you may 
well be somewhat annoyed. 

So, is ita rip-off? Let’s look at what you 
get for your money. 

The cover, which features a reprint of 
the rather splendid Alan Craddock pic- 
ture from the Supervisors Manual (buta 
reprint all the same), opens out to form 
a GM's shield. It contains all of the tables 
from the pull-out reference sheets 
supplied with the game. As they are 
reduced to three pages the type is some- 
what smaller but at least you don’t have 
to keep turning the page. I'll use it for 
that reason but | wouldn't have bought it. 

The pad of forms contains character 
sheets, combat record sheets and cam- 
paign record sheets. These are all as 
illustrated in the game rulebooks and 
are nicely printed on good paper. How- 
ever, you will run out of them fairly 
quickly, especially the combat record 
sheets. If the only means of getting more 
is going to be buying another Super- 
visors Kit this is a rip-off. Issue the pad 
separately, please Workshop. 

The pack also contains file cards and 
cardboard characters for all of the super- 
villains listed in the Supervisors Manual. 
The file cards are very useful during play 
— indeed I've made my own for all the 
characters my players and | have 
invented. Having a pile of cards by you 
whilst you are running the game saves 
an awful lot of thumbing through 
records or writing out of quick reference 
sheets. 

The real item of value in the pack, 
however, must be the cardboard figures. 
Okay, | know, | much prefer metal figures 
as well, but when you consider that they 
are about 60p each these days, and then 
you have to spend a lot of time painting 
them, cardboard is suddenly very attrac- 
tive. You get 24 figures in the pack for 
less than a fifth of the cost of equivalent 
metal figures. And they are exactly the 
figures that you want. | would have liked 
to see the figures for the ‘Crossfire’ 
scenario provided in the rules as well, 
but this lot will do fine for the moment. 
Complexity: 2 Value: 8 
Ease of Use: 9 Usefulness: 9 
Production: 8 Overall: 8 

Pete Tamlyn 


TERROR OF THE LICHEMASTER 
Wargame Play-Aid 

Games Workshop £5.95 
Terror of the Lichemaster is the latest in 
the growing range of Warhammer sup- 
port material. Like earlier supplements, 
it provides the tabletop gamer with a 
selection of card buildings together with 
a Warhammer scenario. 

Box contents are nice and weighty, with 
16 sheets of buildings as well as the 
scenario booklet. All the buildings are in 
full colour, and have been splendidly 
executed by David Andrews. They are 
colour-coded to make them easier to put 
together. A number of additional win- 
dows, doors, signs, proclamations, and 
wanted posters are also provided. 


Once assembled the card models are 
reasonably sturdy, but they can be further 
strengthened by bracing with spare 
card, making them surprisingly rigid. 

The.scenario provides a short cam- 
paign in which the card buildings are 
used to represent one of three battle 
locations: a dwarf mine, a farmstead 
and a village. The campaign pits a necro- 
mancer (the lichemaster himself) and a 
host of recently-risen undead, against, 
successively, a group of dwarf miners, a 
family of farmers and, finally, the main 
settlement of the area. The campaign, 
although small in scale, poses some 
interesting problems for players. 

There are some useful magic items, 
and some colourful characters in the 
Warhammer vein, including the lovesick 
Antonio Epstein, and the one-time inter- 
valley wrestling champion Albi Schutz. 
Card counters are provided to represent 
the troops involved. Whilst card coun- 
ters cannot really compare with metal 
models, they are adequate in them- 
selves, allowing the game to be played 
more or less instantly, and at no addi- 
tional expense. The counters are printed 
in colour on the cover, and whilst this is 
a laudable use of space, it does mean 
that you have to lose the cover should 
you decide to cut them out. 

Terror of the Lichemaster is a solid 
product for Warhammer players. The 
finish is presentable, and, with a little 
intelligent modelling, can be brought up 
to a very high standard indeed. 
Complexity: 6 Value: 

Ease of Use: 6 Usefulness: 
Production: 8 = Skill: ; 
Overall: 9 Richard Vicary 


FRAGMENTS OF FEAR 
RPG Supplement 
Chaosium £5.95 
Chaosium’s companion packs should be 
pretty familiar by now, and the com- 
pany’s intention to publish bits of lore 
too odd to fit in elsewhere is essentially 
an admirable one. The latest collection 
of oddities is the Second Cthulhu Com- 
panion, also known as fee aor of 
Fear, which unfortunately falls into most 
of the pits its predecessor managed to 
avoid. 

Taking it from the top, Fragments of 
Fear kicks off with ‘Cthulhu Questions 
Answered’, in which Sandy Peterson 
deals with four queries about the game, 
only one of which is thorough enough to 
truly warrant publication. Any compe- 
tent keeper should be able to figure the 
answers to the others out himself. 

‘Mythos Comparative SlZes’ and the 
various silhouettes in the central foldout 
provide some indication of how large 
monsters are, and form a clever little 
piece once you consider that no version 
of the game thus far has included a SIZ 
table. 

‘On the Ubiquity of Cthulhu’ continues 
the publication of the notes of Professor 
Phileus P Sadowsky, and is factually 
very unnerving. 

‘The Cthulhu Grimoire’ reprints all of 
the spells published in the other seven 
CoC supplements, and is of great value to 
those who do not own the bulk of these. 
Otherwise, the only thing you really gain 


is the convenience of having them 
together in one place. 

‘Lions and Tigers and Bears, etc’ prints 
stats for various creatures, most of which 
have appeared in the Sourcebook; they 
are beefed up considerably in this list. 

Following the creature stats is the 
scenario ’ he Underground Menace’, 
originally printed in Different Worlds 19, 
and essentially unchanged, beyond the 
more sophisticated phrasing of the piece. 
This is one of the better contributions to 
Fragments of Fear, as itcan be used dur- 
ing a campaign, as an introductory 
scenario, or at a convention to demon- 
strate what the game is all about. 

The almost obligatory stats for new 
gods and monsters occupy the next 
three pages, and then we enter the direst 
scenario for Call of Cthulhu that | have 
ever seen — ‘Valley of the Four Shrines’. 
In this ‘adventure’ the characters penet- 
rate the lush Belgian Congo in search of 
a lost city. It relies too much on combat 
for my tastes, basically detailing combat 
encounters the characters can have on 
the way to and inside the city. The whole 
basis of the scenario is too vague, and 
the author has apparently avoided the 
large task of detailing the city by putting 
it under a great lake. 

Other inclusions are a map of Inns- 
mouth, some ritual curses, a Lovecraft 
poem and an excerpt from a medical test 
of 1896 usable as a scenario idea. 

Overall, Fragments of Fear disappoints 
me, especially as it follows in the wake 
of Masks of Nyarlathotep, the best CoC 
campaign to date. The biggest weakness 
is the ‘Valley’ scenario; surely Chaosium 
has better works than this on file? It low- 
ers the whole tone of the supplement, 
and takes up so much space that the 
otheritems truly appear to be Fragments. 
Production: 8 Usefulness: 6 
Ease of Use: 7 Value: 
Overall: 7 


8 
Phil Frances 


JUDGEMENT DAY 
Role ie ieg Soererio 
Games Workshop £3.95 
The very first scenario for Judge Dredd 
— The Role-Playing Game is here at last. 
Judgement Day has been written by 
Marcus L Rowland, a name most WD 
readers will doubtless be familiar with, 
and very good it is too. Wrapped in a 
bright, eye-catching comic-style cover, 
the package comes as a thick booklet 
together with various pull-out handouts. 
The style of presentation is similar to 
that used in the rulebooks, with illustra- 
tions from the Judge Dredd strips break- 
ing up the text. These work very well at 
setting the scene, and help to maintain 
the connection with the comic. More 
than an average amount of thought 
appears to have gone into the format of 
this scenario: major sections are called 
(very aptly) ‘progs’, and these are further 
subdivided into headings that are easily 
recognisable by a GM in a hurry. All the 
information that a GM may need at one 
time is given within a particular section. 
Marcus's writing style, as you may 
know, is succinct and to the point, and as 
usual he manages to convey a large 
amount of information in relatively few 
words. Though a bit mind-numbing on 
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initial reading, GMs will appreciate the 
attention to detail and lack of waffle 
when the adventure starts for real. 

Judgement Day seems to me to be an 
ideal first scenario. Spanning space, and 
in some ways transcending time, the 
action takes place in both Mega-City One 
and on the prison moon Titan. The curi- 
ous reason for Titan orbiting Jupiter 
instead of Saturn (up to now considered 
a simple mistake by the comic’s writers) 
is explained by a somewhat dubious, if 
imaginative, excerpt from ‘The Mega- 
City Encyclopaedia’. The settings for the 
various stages of the case are interest- 
ing, though perhaps tending towards 
the ‘what's the next weird place we can 
throw in?’ style of things. They will serve 
to introduce new Judges to the Mega- 
City, however, and anyway what's the 
point of setting everything out on the 
streets? As far as the plot goes, I'm afraid 
| can’t really tell you anything without 
completely ruining the adventure. All | 
can reveal is that it concerns the return 
of one of the comic strip’s most infam- 
ous villains! 

The investigation proceeds ina rather 
linear fashion, with each prog needing 
to be resolved before the way forward to 
the next one becomes clear, though there 
are various routes within each prog. As 
each section of the case is contained 
within a chapter-like prog, this scenario 
would be ideal if a group only had a few 
hours to spare for each playing session. 
The style and feel of the actual case 
owes a lot to the ‘onion skin’ format of 
the better Call of Cthulhu scenarios. Asa 
whole, the case works well, emphasis- 
ing investigative skills over violence in 
most cases, though this being Mega- 
City One there is still plenty of the latter 
to go around. 

A very nice touch, which again helps 
maintain the peculiar atmosphere of the 
Judge Dredd strips, is the humorous use 
of silly names, awful puns, and other 
jokey asides. Such groan-inducing 
humour is an integral part of the Judge 
Dredd strip, and accounts for much of its 
popularity, especially amongst older 
readers. It is gratifying to see this con- 
tinued, both in the game, and nowin the 
first scenario, and this style of things 
will, |hope, continue to play a major part 
in future releases, 

Judgement Day is a solidly produced, 
value-for-money scenario, with well 
realised plot lines and individualised 
NPCs, Its plot is clever though slightly 
off-beat, but very much in keeping with 
the rest of Judge Dredd’s world. 
Complexity: 9 Value: 

Ease of Use: 8 Skill: 
Production: 9 Overall: 
Jason Kingsle 


COSMIC ENCOUNTER 
Boardgame 

Games Workshop £10.95 
Cosmic Encounter, the game of stellar 
conquest (as the blurb goes), is a game 
fortwo to six players, each of whom rep- 
resents a particular alien race. The object 
is to secure five bases on other races’ 
planets by using a combination of innate 
powers, military muscle and shrewd 
judgement. 


The game's components have changed 
since its original inception: a new style 
jig-cut board being the main difference. 
Also included, besides the customary 
short rule-book, are 32 Power cards (Alien 
Races) with stands, 120 army tokens, a 
Destiny card pack, 64 Challenge cards, 
and the ever-ready Attack Funnel! 

The rules themselves are fairly 
straightforward. Set up is rapid: each 
player is dealt seven Challenge cards 
and deploys four armies on each of his 
five home planets. It is now that each 
player adopts the power they will keep 
throughout the game. It is the interplay 
of these varied and bizarre philosophies 
that will shape tactics, and which gives 
the game its unique flavour. 

Combat is fast, fun and usually fatal. 
The attacker places the funnel and com- 
mits his tokens to the fray. Both sides 
may call for allies and the outcome is 
decided by a simple headcount, plus a 
Challenge card. The side with the high- 
est total wins, either gaining a base or 
breathing a sigh of relief at the outcome; 
the loser goes to the warp (a central no- 
go area), 


Although it sounds deceptively simple, 
the outcome is heavily influenced by the 
alien powers involved. Some are 
straightforward; such as the Warrior, 
who counts each of his single tokens as 
strength 4; or the Virus, who doesn’t add 
his Challenge card, but instead multiplies 
by it—very lethal indeed! Other aliens 
require a more careful approach, but no 
one power ever proves supreme: each 
may be balanced by another or by care- 
ful use of the many special challenges 
available. The cut-throat nature allows 
few chances to romp away with a quick 
win; planning, careful card selection and 
good timing are required. 

Cosmic Encounter is an easy, light- 
hearted game with plenty of scope for 
devious strategy and backstabbing. 
Most games last between one and two 
hours, and given the variety of powers 
available, each game proves to be quite 
different. The earlier version of this 
game proved too scarce and expensive 
for it to become well-known: try it now, 
and see why it was worth re-releasing. 
Complexity: 5 . Production: 
Playability: 8 Value: 

Skill: 7 Overall: 
Tim Wilson 


Critical Mass is a regular fantasy 
and science fiction book review 
column, written by Dave 
Langford. 


PUBLISHERS’ 
LORE 


I'm writing at the dead time of the pub- 
lishing year, between the Xmas Splurge 
and the Spring Launches. Folklore says 
this is a rotten period to put out a book. 
When authors are told, ‘We've put you 
onthe schedule for January,’ they find it 
as cheering as when publishers say: 
‘Great news — we're remaindering your 
book at last!’ 

Gollancz‘s latest would seem doubly 
cursed, since they're books of short 
stories. ‘I'm publishing so-and-so’s new 
collection’ is pronounced by the average 
editor as though he/she were saying, 
‘Blind Pew called this morning and 
handed me the Black Spot.’ This isn't 
mere superstition: the mindless hordes 
(you) are notoriously reluctant to buy 
single-author collections. You might 
also be surprised to hear that hardback 
buyers are overwhelmingly keen on 
glossy dustjackets, which add substan- 
tially to the cost of the book. Attempts to 
publish cheaper, unjacketed books have 
failed miserably... . 

Pohlstars (Gollancz 203pp £8.95) is 
Frederik Pohl's first SF collection for 
many years. The eleven stories are 
smoothly professional, ranging from 
minor jokes to a mini-novel. One shaggy 
joke assumes that evil aliens two cen- 
turies hence will be unaware of gravita- 
tional quirks which SF did to death inthe 
1960s — this got published in 1983! Other 
tales conceal effective rabbit-punches. 
The mini-novel is strong on SF specula- 
tion (‘oaty-boats’ sucking power from 
ocean temperature differentials), dodgy 
on 2020s corporate politics (gangster/ 
mafiosi clichés drag it back to the 1920s), 
good for storytelling, unconvincing in its 
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final psychological twist. A mixed bag. 
Likewise Philip K Dick's collection / 
Hope | Shall Arrive Soon (Gollancz 
179pp £8.95): the ten stories straggle 
from 1954 to a posthumous 1985. 
Though he's less polished than Pohl, | 
like Dick better. Pohl writes as a wise guy 
who knows the rules, knows people are 
out to screw you, and knows you can’t 
beat the system. Dick generally starts by 
changing the rules, continues to find 
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‘goodness’ in odd places (loonies, alien 
simulacra, computers), and often steps 
right outside the preconceived system. 
In his very funny ‘The Exit Door Leads 
In‘, the System itself is training people 
not to blindly obey the System. ... Dick's 
combined screwiness and humanity fill 
the opening essay, switching between 
jokes and his worrying theory that 
unread chunks of the Bible were creep- 
ing into his SF. ‘The existence of Disney- 
land (which | knowis real) proves that 
we are notliving in Judaea in AD50.' Few 
people needed this particular reassur- 
ance. There may be no more Dick collec- 
tions, so bag this one. 

There will doubtless be hordes more 
‘Darkover’ tales from Marion Zimmer 
Bradley: publishers love issuing books 
very similar to previous ones. Hawkmis- 
tress (Arrow 336pp £2.25), despite its 
veneer of science-fantasy, seems haunt- 
ingly familiar. Heroine Romilly wears 
breeches and gets on well with animals, 
but Daddy wants her to don girlish 
clothes and marry. One knows instantly 
that the chap whose advances Romilly 
finds most loathsome is Daddy’s ar- 
ranged bridegroom: and so it proves. 
With hawk and horse our heroine flees 
to find her own way inthe world. ... The 
SF factor seems superfluous: Romilly is 
psionically instead of ordinarily good 
with animals, and eventually helps 
extract someone rather unconvincingly 
from a besieged town by the psychic 
equivalent of walking on tiptoe. The 
feminist content suffers from the period 
setting: stuff like arranged marriages 
(no longer, | believe, a hot feminist 
issue) tends to distract from more subtle 
inequalities. 

Overall, it's a readable yarn which is 
essentially historical romance — for SF 
fans who wouldn't be seen dead with 
your average bodice-ripper novel, but 
enjoy the camouflaged version. 

‘Science fantasy’ is a useful pub- 
lisher’s phrase for Bradley’s Darkover or 
McCaffrey's Pern: token spaceships and 
astronomy, plus lashings of Mystical 
Mental Powers. Freda Warrington's A 
Blackbird in Silver (NEL 302pp £2.95) is 
weirdly publicized under this label. Actu- 
ally it’s another sub-sub-Tolkien quest 
epic in which a tiny fellowship sets off to 
nobble Total Evil, here taking the form of 
a large and unfriendly Worm or Serpent. 
It's not that badly written — just awfully 
standard, overdone fantasy fare. Perhaps 
the ‘science fantasy’ label came from the 
author's tendency to describe magic in 
terms of imperfectly recollected physics. 
‘There was no ‘sorcery’ on the Earth, the 
potential energy for it did not exist.’ ‘The 
energy spins in a huge ever-increasing 
circle...." The writing spins out a huge 
ever-increasing trilogy. Beam me up, 
Scotty. 

With a title like Sex Secrets of Ancient 
Atlantis (Illustrated) you can hardly go 
wrong (Granada 220pp £1.95). Famous 
pseudonym John Grant has crafted 
another of his poignantly awful shaggy- 
dog narratives. The illustrations are 
sadly all quite printable; the text pokes 
fun at UFOlogy, the Atlantis myth, magic 

endulums, The Tao of Sex, and worse. 

he sexual revelations are fully as 
astonishing as any that were published 
in Imagine. ‘Ex-Government physicist 
Professor David Langford’ is severely 


criticized for the vile orthodoxy of his 
views, and Grant complains ‘| have had 
no reply atall to a letter which | wrote to 
Margaret Thatcher (who may well her- 
self to be an Atlantean agent sent to 
destroy our country’s economy).’ Need | 


C J Cherryh goes on, and on, in Forty 
Thousand in Gehenna (Methuen 445pp 
£2.95), another fat volume from her 
Union/Alliance universe of future space 
politics. The basic idea is good: re- 
establishing contact with a collapsed 
human colony whose members have 
grown into symbiosis with aliens who 
think by quite different rules. There's 
also a cleverly nasty rationale (resem- 
bling a Le Carré ploy) forthe colony’s ini- 
tial failure. The trouble is that Cherryh 
takes 200 pages to set this up, with blow- 
by-blow accounts of the collapse and 
oodles of military-communication 
hokum, after which the plot starts mov- 
ing in peculiar jerks. You feel there’s 
been too much background information 
and not enough about what's happening 
now. An interesting read, but little is lost 
by skimming the first half. 

As for dear old Ted Tubb’s Nectar of 
Heaven (Arrow 160pp £1.75)... long- 
term readers of the Dumarest series will 
almost be forced to skim this 24th vol- 
ume. Once again Earl Dumarest follows 
a false trail in search of Earth, which he 
long ago mislaid. Again he encounters 
formulaic battle, murder and sudden 
death, eventually outwitting the sinister 
brains of the Cyclan. And again Tubb 
clears the ground for the next sequel 
with alarming efficiency: the woman 
with whom Dumarest's got involved is 
as usual wasted, and he gives away the 
vast wealth which would make his quest 
a damn sight easier. So, as always, 
there’s aclean slate for book 25, in which 
| predict Dumarest will arrive moneyless 
on anew and savage world, tepidly pur- 
sued by the all-potent yet ludicrously 
inefficient Cyclan, and .. . et cetera. 

A footnote for those worried about 
loony fundamentalists banning fantasy 
games: let me recommend atriffic book 
on their US efforts to ban the cornerstone 
of modern biology. Science and Creation- 
ism ed Ashley Montagu (OUP 416pp 
£7.95) has essays by many famous 
names including Isaac Asimov (whose 
Counting the Eons is yet another OK 
science-essay collection — Grafton 
254pp £2.50), and reveals just how intel- 
lectually poverty-stricken the creationist 
movementis. Academic bloodshed on a 
vast scale: | loved it. It’s a sadly true bit 
of publishing lore that a sane book like 
this will never sell as well as something 
titled (to choose an example at random) 
Sex Secrets of Ancient Atlantis. ...0 


2020 VISION 


2020 Vision is a bimonthly column covering fantasy and science fic- 
tion movies, written by Colin Greenland. 


GETTING THE FRIGHT RIGHT 


It must be a headache making a horror 
movie these days. With technical effects 
of ever-increasing cunning, it’s possible 
to show the most graphic mutations and 
mutilations, to a public which seems 
able to stomach them all cheerfully and 
demand more. Campaigners for censor- 
ship often overlook the fact that fans of 
slash-and-slay pictures relish them not 
morbidly but as light relief from the 
actual, but less tangible, horrors that fill 
the papers and TV news. Condemnation 
by Mary Whitehouse may be the best 
advertisement of all; but no director 
wants to end with a film that makes the 
studio so nervous they won't release it. 
One answer seems to be — add comedy. 
A streak of satire, a pinch of farce 
demonstrate you're not taking your nec- 
romantics too seriously, and that the 
audience shouldn't either. Balancing the 
mixture, though — that needs skill. 

The Return of the Living Dead (Tartan, 
18) is the first film to be directed by Dan 
O'Bannon, co-writer of Dark Star, Alien 
and Lifeforce. \f you recall a previous 
movie entitled Night of the Living Dead, 
and directed by George Romero, well, so 
did Romero, and he sued. This one got 
made anyway, more as ahomagethana 
rip-off. Barrels of zombies from the orig- 
inal story have been misrouted by a 
bureaucratic cock-up to the basement of 
a medical supplies firm. One springs a 
leak, and fairly soon all the cadavers and 
specimens upstairs are twitching into 
macabre and lethal action. Meanwhile in 
the graveyard next door the local punks 
are having a party.... The movie 
sprawls shapelessly but comfortably, 
with plenty of gruesome jokes. The two 
men minding the store inhale toxic 
fumes from the barrels and pass straight 


Back! Back, you cross-eyed son of a film critic! 


from being alive to being undead with- 
out noticing. There’s a hilarious moment 
of embarrassment when their colleagues 
and assembled paramedics realise the 
pair have shuffled off this mortal coil, 
but don’t know how to break the news to 
them. 

Fright Night (Columbia, PG), is also a 
directorial debut for Tom Holland, who 
wrote the recent Cloak and Dagger, a 
film about a boy obsessed with a spy 
role-playing game. Here, it’s a boy 
obsessed with old monster movies, who 
discovers his new neighbour is a vam- 
pire butcan’t get anyone to believe him. 
Unfortunately Holland gets his mixture 
of humour and horror the wrong way 
round, setting up a gawky teen-comedy 
and letting it run on far too long before 
deluging it with buckets of blood. One 
boy, an exploitative little brat who would 
have been a sympathetic character if he 
hadn't been so badly acted, is suddenly 
staked to the parquet, writhing through 
the most nightmarish transformations 
since The Company of Wolves — shock- 
ing, certainly, but callous, as is the lin- 
gering scene where the medallion-man 
vampire gropes a schoolgirl at the disco. 
We may be justified in suspecting that a 
film which has such contempt for its 
characters has contempt for its audience 
too. 

Teen Wolf (Entertainment, PG) goes 
too far the other way. It’s so careful to 
cater to the kiddies that it collapses into 
trite moralism and cliché—a shame after 
a wonderful beginning. Michael J Fox 
(who went on to star in Back to the 
Future) is delightfully perplexed as 
Scott, who finds growing up brings 
many unexpected bodily changes: hair, 
claws, fangs and pointy ears. The movie's 


best joke is the scene where dad demands 
to know why his son's hiding in the bath- 
room all the time. But after that it's all 
downhill. Anxious that their movie should 
be perfectly wholesome, clean and 
bloodless, writers and director forgot 
Scott was supposed to be a werewolf, 
and made him a basketball star instead. 


The London Film Festival does great 
things by way of airing all kinds of films 
from all over the world, but it does inci- 
dentally emphasize how far commercial 
success is a function not of quality, but 
of the machinery of fame. Fantasy films 
guaranteed large audiences, for exam- 
ple, are A Zed and Two Noughts, Peter 
Greenaway’s elaborate conundrum 
about animals, amputations and the let- 
ters of the alphabet, and Shadey, a first 
film from satirical playwright Snoo Wil- 
son, in which a sad young misfit with a 


Push me out of bed, would you... 


supernatural power tries to sell his ser- 


vices to industry and gets chewed up by 
military intelligence. The screens of the 
1985 Festival will have been dark for sev- 
eral months by the time you read this, 
but not everything first shown there 
automatically gets a general release. For 
every Turtle Diary or Back to the Future 
there’s a real gem still waiting for a 
British distributor: Out of the Darkness, 
for instance, in which three visiting chil- 
dren see a ghost in a Derbyshire village 
and become gradually and perilously in- 
volved in the reparation of a terrible 
crime three centuries old. John Kirsh, 
directing on a tiny budget with four 
‘stars’ who'd never acted before, has 
created a vivid and enthralling mystery 
ten times better than the ghastly Goonies. 
Two excellent programmes of anima- 
tion included the strange and spiky This 
Unnameable Little Broom, an insectile 
fever-dream; Canada’s The Big Snit, in 
which a couple squabbling over Scrab- 
ble manage to miss World War Three; 
and a sombre vision of the Day After, in 
an American home occupied only by 
robots and ash: There Will Come Soft 
Rains, made in Russia from a story by 
Ray Bradbury! But for me the prize was 
an enchanting French animated fantasy 
adventure, Gwen. A 13-year-old girl and 
her 173-year-old companion cross a 
desert strewn with giant furniture and 
bedclothes, to find a decaying city where 
solemn priests lead the people in chants 
taken from their sacred book, a mail-order 
catalogue (‘Rust-resistant watering- 
can...’). Itis the age after the Storm 
when the Gods abandoned the World, 
all but the one amnesiac, amorphous 
God who sleeps in a swimming pool, 
dreaming of rust-resistant watering- 
cans. Join me now in this heartfelt prayer: 
‘Take back Fright Night. Give us Gwen!" 
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RUMINATIONS 


Thoughts on RuneQuest 3, from Oliver Dickinson 


Glorantha-addicts should now have the 
message that we have not been forgot- 
ten in the change-over to RQ3; in fact, 
we shall shortly experience an infor- 
mation explosion, which should be more 
enriching than the great sequence from 
Cults of Prax to Pavis in terms of our 
knowledge of Glorantha. Start saving 
now! (| hope prices may drop a bit, but 
won't take bets on it.) Of course, all the 
new stuff will be RQ3. | am not in touch 
with many people these days, so have 
no idea what the general reaction to RO3 
is. Many published comments have 
been hostile in varying degrees, and not 
just about the price—such as Dave Mor- 
ris’ in WD69 (not really justified, as 
pointed out by Rick Crofts in WD77). Per- 
sonally, | take very seriously Greg Staf- 
ford’s comment that RQ3 reflects his 
conception of Glorantha better, and | 
welcome most of the changes and inno- 
vations, particularly Fatigue Points. 

| approve of the principle behind 
Fatigue Points — that there should be an 
objective way of registering the effect of 
prolonged exertion. One major con- 
sequence of this is that heavily-armed 
hundred-percenters become easier to 
cope with in a relatively short time, if you 
can keep them at bay that long. (Don’t 
ask me what happens with Heroes; | pre- 
sume they obey different rules, but you 
shouldn't be io hy play a Heroin RQ!) 
FPs should make GMs and players think 
hard about loading characters and their 
mounts with armour and other gear. 
Here, | will take the opportunity to decry 
the creation of NPCs like some in Vikings 
and the Monster Coliseum, who start 
with negative FPs; this may not be quite 
the equivalent of starting off tired, but it 
does represent a heavy burden, such as 
would only be undertaken exceptionally 
(perhaps on some journey of despera- 
tion, or by safety-first types like tradi- 
tional Mostali). | believe that in general 
there is a strong case for banning sucha 
practice; the vastly increased cost and 
weight of the better types of armour 
should make them much rarer, anyway. 

| speak of this and matters following 
with some experience to back me up, 
since | have managed to find the time to 
run some of my player characters 
through several RO3 scenarios. As you 
might expect, | have found that the more 
familiar you become with a system, the 
more you turn up doubtful points and 
grey areas, just as happened with RQ2. 

A point that has caused me most 
unease is the effect of encumbrance on 
casting spirit magic (RQ2 battle magic), 
the type PCs and NPCs will use most 
often, unless they are excessively power- 
ful Runemasters or sorcerers. (It looks 
like taking so long to reach a level of 
competence in sorcery that one can 
have some hope of relying on, that | 
haven't bothered to develop any sor- 


cerer PCs.) As things stand, one loses 1% 
from the chance of casting Spirit Magic 
(POW x 5) for each point of ENC; so a 
character with average POW 10, carry- 
ing spear, shortsword, 12-point shield, 
and 2 or 3-point armour, will have a 39% 
chance of casting successfully. You 
really aren't going to roll that too often! 
Increasing the chance by the use of Cere- 
mony is all very well, but not very practi- 
cal when under attack (since you cannot 
do anything else while casting a spell), 
and it requires at least 3 MR to give a 
chance of a really significant improve- 
ment (+1d6% per MR for the first 3 MR 
added to casting time). Yet every failed 
spell costs you 1 Magic Point, so the 
average character cannot afford to fail 
very often. ltseems to me that this is too 
hard; who would bother with Spirit 
Magic if it was so chancy? 

| understand that Chaosium may 
allow the addition of Magic Bonus to the 
casting chance, but for most characters, 
even quite good ones, this will only add 
afew percent. So! have developed a var- 
iant, which | offer for consideration. This 
is to deduct only 1% for each point of 
ENC over half the character’s maximum 
(STR + CON). In general this gives a 
much more reasonable chance, even to 
the heavily armoured, though it has still 
been possible for POW12 trolls to fail 
healing spells, even using Ceremony. Of 
course, you could ignore the ENC effect 
altogether. The variant would apply to 
the chance of casting other magic (fol- 
lowing a Chaosium errata list, ENC now 
affects casting Sorcery spells), and could 
also be applied to ENC’s similar effect on 
Dodge and Sneak, but | haven't tried 
that. The former would be the more 
plausible, since it is surely easier to 
adapt one’s actions to the weight of 
armour rather than to its noisemaking 
ability. As things stand, | feel that Dodge 
is pretty useless, since ENC will reduce it 
to the basic 5% in many cases. Have you 
all noticed, by the way, that you cannot 
parry as well as attack with the same 
one-handed weapon in the same MR (PB 
p48), but must Dodge if you have no 
shield? | am not happy about this one. 


Another problem thrown up by by my 
characters’ experiences was the effect of 
Special Hits with smashing and slashing 
weapons. In RQ3 all one gets is an 
automatic knockback of 1 metre per 5 
points of damage, plus a chance to 
knock down others, take further damage 
through collisions, etc. Between two 
characters of similar size this will seem 
reasonable, but what if a trollkin hits a 
great troll or an assault beetle (which 
with 6 legs might have a better chance of 
keeping position than anything 2-legged), 
to say nothing of those rare occasions 
when one might be fighting a dinosaur 
or dragon (as in Borderlands), or even a 
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giant? It is obviously ridiculous to cause 
a knockback in such circumstances. 
Moreover, the knockback is not much of 
a benefit compared with an Impale, but | 
am reluctant to believe that a well- 

poled ti sword or axe, at least, is that 
much less effective than a spear. | 
suggest reverting to maximum damage, 
from which armour and protective spells 
are subtracted, or rolling dice twice, as 
now for Impales, or reviving the old 
Slash and Crush rules. Aknockback could 
also happen, and might result from 
some Impales (especially by a mounted 
lancer), perhaps on a successful STR vs 
SIZ roll or at the GM’s discretion. 

Such points arise from considerations 
of realism, and of course there is a limit 
to what can be introduced to reflect real- 
lity without snowing the GM under with 
tables and dice rolls; ttherefore propose 
alternatives rather than additions. While 
on the topic of realism, | will mention 
something | have not usually had to 
complain about — underpowered NPCs. 
The Civilised Levy in Monster Coliseum 
and the ordinary Greenbrass farmers 
are light on magic, for as (almost cer- 
tainly) Initiates they would get 1 free 
point per 5 years/fraction thereof, so 
should have at least 2 points of Spirit 
Magic if in their twenties, as one would 
expect, and they might well have bought 
more. They might also have higher 
POWs, since they get 1 point per 3 years, 
or have sacrificed for at least 1 one-use 
Rune spell, ied some high quality 
healing spell. The Previous Experience 
rules, which | follow here, should, in my 
opinion, be the essential guide to creat- 
ing NPCs, indicating how long it takes to 
reach really high levels of skill. Too 
often, | suspect, PCs and NPCs are 
created without really taking into 
account the plausibility of what they are 
supposed to have achieved by their 
(usually youthful) age. But at least a 
Priest, now getting 1 POW point per year 
automatically, can build up a large 
number of Rune points, and is no longer 
required to maintain a POW of 18. 

inally, a few miscellanea: 

Aiming: Greg agreed,that the rules 
used for melee weapons should apply to 
missiles too. 

Disruption: Two good questions on 
the topic. 

1. (Simon Phipp): Does the disruption 
effect in warding or creature market 
need to overcome the victim’s POW? 
Apparently not, it is automatic, but a 
good question, for why should it be? 

2. (Tim Minas): If an allied spirit bound 
in a weapon casts a disruption that is 
reflected, does the weapon take dam- 
age? | see no reason why not; but note 
that in RQ3 reflection is very rare, appa- 
rently available only to Trickster cults. 


That's all for now; watch yer topknots! 0 
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cut above the rest. 


‘In my opinion, comics are 
intended for readers of age 8 
to 13... Thus they are childish 
(of or like or proper to a child) 
... Likewise Golden Heroes is 
also childish as it is based on 
these comics.’ 


Who was that then? Readers 
who can remember back as far 
as issue 69’s letter column 
may recognise the inimitable 
George Stepanek. The above 
quotation comes from a letter 
he wrote to a fanzine, Next 
Stop Jupiter, and is fairly typi- 
cal of many people's attitudes 
towards Superhero rolegames. 

George, | should add, is a 
converted ex-comic reader 
and therefore has far better 
grounds for his views than 
many similar detractors. Also 
much of what he said in the 
rest of his letter about the liter- 
ary value of comics is well 
founded. However, there is no 
hard and fast rule which says 
that good rolegames can only 
spring from good literature. 
Rather it is the type of setting 
that is important, everything 
else being up to the rules wri- 
ter and games master. | 
believe that the Superhero 
setting contains many ele- 
ments which make it ideal for 
rolegaming. This article ex- 
plains why. 


It’s Clobberin’ Time 

In attempting such an article | 
am well aware that people’s 
tastes in rolegaming vary 
enormously. One man’s excit- 
ing, non-stop action is another 
man’s boring hack and slay. 
Therefore | do not expect 
everything | say to appeal to 
every reader. Indeed, some of 
the points | raise in parts of the 
article will bein reaps of put- 
ting some people off Super- 
hero games for life. Please 
don't be discouraged by this. 
No rolegaming system Is per- 
fect, but itis possible to appeal 
to all of the people part of the 
time. Superhero games do 
contain something to satisfy 
most tastes, and | will do my 
best in this article to point out 
what sort of player these 
games appeal to and why 
others should not be put off. 
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The Delights of Superhero Gaming Revealed by Pete Tamlyn 


We shall start at a fairly 
basic level by noting that in a 
superhero game each player's 
character starts off as a hero 
whose abilities far outstrip 
those of ordinary people. Alot 
of people see this is a disad- 
vantage, equating it with start- 
ing the game with the sort of 
overkill now commonplace in 
AD&D. (The average level of 
AD&D characters these days, 
according to TSR, is 16.) What 
people forget is that first level 


characters in AD&D are sup- 
posed to be well above aver- 
age. Gary Gygax says as much 
every time he tries to justify 
the character class system. 
Now | have played in some 
role-playing games where 
you have to start right from 
the bottom, and | have to 
admit that staggering around 
one campaign trying to catch 
a few rabbits to keep from 
starving was very entertaining 
at times. For the most part, 
however, players like to have 
characters who can do some- 
thing impressive right from 
the start, even if they still have 
a lot to learn. Besides, as we 
shall discuss later, Superhero 
games have a moral basis 
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which makes it easy for the 
GM to crack down on the sort 
of unrestrained use of power 
and gratuitous slaughter that 
is all too common in other 
games. 

The existence of Super- 
heroes also solves one of the 
most common problems with 
rolegaming systems —a 
rationale for adventuring. A 
brief survey of the ‘realism’ 
debate will bring to light a 
whole string of comments 


along the lines of ‘if the game 
was atall lifelike my character 
would have far more sense 
than to run around fighting 
dragons’. This is a valid criti- 
cism, and in my own fantasy 
campaign | found that a lot of 
players did more or less retire 
from adventuring. Some for 
the quiet life, and some simply 
because they found politics or 
business more interesting. In 
a Superhero game the reasons 
for adventuring are far more 
obvious and easy to justify. 
There are other problems 
too with ‘realistic’ games. 
Why do the authorities toler- 
ate these bands of cut-throats 
roaming the countryside rob- 
bing and looting? Why hasn’t 


some great king or wizard dri- 
ven all the monsters from the 
land? Why should a blood- 
thirsty knight, pious priest and 
peasant thief band together 
like they do? A good GM can 
provide rationales for all this, 
but in doing so he is essen- 
tially producing, often with a 
great deal of effort, what 
comes free with a Superhero 
game: a setting in which the 
hero is an accepted and essen- 
tial part of the background. 

It may well seem, of course, 
that modern governments 
would be unwilling to tolerate 
groups of bizarrely clad vigi- 
lantes running around their 
countries, but comics’ writers 
realised this long ago, and if 
you want to run the sort of 
game where the heroes are 
hated and hunted by normal 
humanity there are plenty of 
role models available. 

To summarise thus far, 
then, Superhero games do 
provide for player characters 
who are immeasurably more 
powerful than ordinary men 
and this should appeal to 
those amongst you who start 
your AD&D characters off at 
10th level because they are 
too wimpy below that. But the 
fact that the players start off 
super-powerful does plug an 
embarrassing gap in the 
rationale for a realistic game, 
and plenty of means are avail- 
able within the accepted game 
structure to limit players’ free- 
dom to use their powers if this 
is what the GM wishes. 

Talking of background, set- 
ting up a campaign is also 
much easier with Superheroes 
than with most other games. 
Fantasy and SF campaigns 
both require a hefty amount of 
sub-creation of an alternative 
world or universe. A historical 
game requires historical know- 
ledge. Of all the types of 
rolegames on the market, only 
the Superhero, secret agent 
and horror genres permit the 
use of a modern setting. Of 
these, only the Superhero 
game has the characters con- 
tinuously interacting with the 
society in which they live, 
allowing the GM to make full 
use of contemporary news 
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stories, books and TV series 
for background material. 


Comic Relief 

No game comes with quite so 
much readily available source 
material as a Superhero 
game. But this is not all. Most 
games are based in a world 
defined by a set of books. 
Superhero games have this 
too. Not quality literature 
perhaps (though little enough 
fantasy, SF or horror is either), 
but there’s lots of it and itis 
being continuously added to 
at a rate of hundreds of pages 
a month. Whatis more, thanks 
to Stan Lee’s insistence on the 
consistency of the Marvel Uni- 
verse, and the commercial 
success of that idea, the qual- 
ity of sub-creation (and hence 
usable campaign background) 
can be quite high. 

A letter in an earlier issue of 
White Dwarf said that because 
Superhero comics are aimed 
at children (note that line of 
attack again) they don’t have 
to be totally consistent. This is 
a common fallacy. Perhaps in 
a strict scientific sense they 
don't, otherwise none of the 
powers would work, but! can 
poke similar holes in almost 
anything (except possibly a 
Coronation Street role-playing 
game). In fact the Superhero 
setting is one which has been 
designed for an ‘anything 
goes’ approach. 

Once you accept the basic 
premise of the genre, almost 
anything else follows natur- 
ally. Aliens, time travel, 
magic: you name it and com- 
ics have done it. You may 
have to be a bit careful ina 
campaign to scatter the wilder 
adventures judiciously 
amongst a regular fare of tradi- 
tional crime-fighting but the 
possibilities are genuinely 
endless. Indeed, ‘comics’ 
does not necessarily mean 
Superhero comics. There are 
comics featuring Conan, Dr 
Who and Indiana Jones. 
Because comics-based games 
have to try to cover all of this 
you can actually make a case 
for running any sort of game 
with Superhero rules. Simon 
Burley and Pete Haines, 
authors of the Golden Heroes 
game, are actively consider- 
ing science fiction and swords 
& sorcery supplements for 
their creation. 

Superhero games, there- 
fore, make it very easy fora 
GM to produce either a one- 
off scenario (just nick a plot 
from one of the many comics 
available) or a long-running 
campaign. lf you and your 
players enjoy having space 
travel, time travel, science and 
sorcery in the same game it 
can be done, but there is no 
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reason why a more conserva- 
tive group cannot spend all 
their time fighting crime on 
the streets of New York if that 
is what they prefer. There are 
plenty of comics covering 
both styles. 


But Seriously, Folks... 

Okay, let's stop for a moment 
and take stock. Thus far | may 
well have confirmed the worst 
fears of many people who 
regard themselves as ‘Serious 
Rolegamers’. ‘Incredibly pow- 
erful characters? Anything 
goes? He can’t possibly be a 
true role-player.’ Just to ram 
the message home once 
more, comics can be pure 
escapism, but as escapist set- 
tings go they are remarkably 
easy to convert to a highly 
internally consistent rolegame. 
Also, they don't have to be 
purely escapist. ‘Serious’ 
rolegaming is possible, even 
promoted. 

One of the first things your 
‘serious’ rolegamer is likely to 
object to is the high degree of 
stereotyping prevalent in 
Superhero comics. Thereis no 
doubt that comics can be very 
poor literature, and it is 
reasonable to argue that if all 
the available role models are 
stereotypes this is hardly likely 
to encourage rolegamers to 
rise above stereotyping in 
their own characters. On the 
other hand, how many well- 
rounded, thoroughly believa- 
ble characters have you seen 
in rolegames anyway. Not 
many, I'll bet. 

Arguing for quality role- 
playing is all very well, but to 
als a convincing role you 

ave to be a good actor. 
Rolegames are notan attempt 
to put a miniature Royal 
Shakespeare Company in 
every living room. They are, if 
they are theatre at all, popular, 
amateur dramatics. Nowa- 
days it is fashionable to sneer 
at such things as melodramas 
and Gilbert & Sullivan because 
of the simplicity of plot and 
characterisation, but given an 
amateur theatre company 
they are probably a much bet- 
ter bet than Chekov because a 
simple, stereotyped role is 
easier for a poor actor to play 
well. 

The same holds true for 
rolegames. Give a player a 
deep and complex character 
like Gandalf or Frodo mia 
and in most cases you will get 
a stereotyped result that is 
mostly the player’s own 
character and which makes a 
mockery of the original role. 
Give him a simple, uncompli- 
cated role like the Incredible 
Hulk and he will probably be 
very convincing. 

All this does not mean that 


you cannot produce good 
characterisation if you want 
to. Changing the analogy fora 
while, suppose you take a ran- 
dom sample of people and 
give them a musical instru- 
mentto play. Ifthe instrument 
is a saxophone maybe only 
one in ten will produce any- 
thing approaching a tune. But 
if itis a recorder most people 
should be able to manage 
something whilst the talented 
musicians will stand out. Cat- 
ering for the lowest common 
denominator is not always a 
mistake. 

Many of you, | know, will 
regard all this wittering on 
about characterisation and 
and quality acting unneces- 
sary and pretentious. OK, 
carry on the way you are. 
Though you may just find that, 
in Superhero games, the fact 
that you are given very simple 
roles will make role-playing 
easier, the game atmosphere 
better, and your enjoyment of 
the experience that much 
greater. 


Missing Links 
In addition to providing sim- 
ple roles, Superhero games 
have a powerful aid towards 
interesting dramatic situa- 
tions that many other games 
lack: an ethical basis. Fhis is 
useful in a number of ways. To 
start with a general themetoa 
gameis always a good means 
of lending purpose and direc- 
tion to play. Call of Cthulhu 
has a theme that helps tie 
together many very different 
stories. The players have a 
reason to go from one adven- 
ture to another above and 
beyond simple curiosity and 
sensation seeking. AD&D 
does not have such an overall 
rationale and the result is 
often an undignified orgy of 
greed and slaughter with a 
continual quest for new mon- 
sters to relieve the boredom. 
As was argued above, the 
fact that a Superhero is sup- 
posed to be a brave defender 
of society provides the GM 
with all sorts of methods for 
hedging the players with 
responsibilities which both 
restrain indiscriminate use of 


power and produce all sorts of © 


interesting game situations. 

How, for instance, do you 
capture a psychopathic killer 
in a crowded shopping centre 
without anyone getting killed? 
ls it justifiable to use your 
atomic energy blasts to flatten 
a female villain when you 
know she is pregnant and the 
radiation might kill the baby? 
What do you do when you 
know that you have just saved 
Earth from an alien invasion 
but the government, unwilling 
to alarm the population, 
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insists on hushing it all up and 
blaming you for all the dam- 
age? And how do you explain 
to your boss that the reason 
you have been absent from 
work for three days was that 
you were captured by Dr 
Destruction and held prisoner 
in a fiendish death trap on a 
remote Pacific island? 

Indeed, as Superheroes are 
supposed to be such goody- 
goodies, we can happily 
thumb our noses both at the 
dangerous fanatics of the 
Moral Majority who believe 
that all rolegaming is devil 
worship, and at the tedious, 
left-wing killjoys who believe 
that anything remotely con- 
nected with wargames is inhe- 
rently militaristic and should 
be banned. 

Yet again, those of you who 
like your role-playing simple 
and uncomplicated by difficult 
moral choices can blast away 
at supervillains to your heart’s 
content. Indeed, the chaotic- 
evils amongst you could play 
supervillains if you wanted. 
Many rule systems discour- 
age it but there is nothing 
about the genre that actively 
prevents it. However, for 
those of you that want it, a far 
more complicated, and to my 
mind more interesting game 
is easily available with the aid 
of an imaginative GM. 


Pass the Shark-Repellent 
Bat-Spray... 

What | have said so far will, 
hopefully, have convinced 
many of you that Superhero 
games are not as boring as 
you might have thought. Raw 
power ts there if you want it. 
Interesting campaigns and 
dramatic situations are easily 
developed. Even those of you 
who fill dungeons with mathe- 
matical puzzles should find that 
it doesn’t matter what setting 
you choose for your problem- 
solving. 

There is an enormous vari- 
ety of styles of comics to 
choose from. You don’t have 
to be as saintly as Batman or 
Captain America; you don’t 
even need to come out with 
such classic lines as ‘Holy 
Aerial Cupcakes, Bruce, it’s a 
flying saucer!’ 

| guess that there may still 
be some of you out there who 
would be just plain embarras- 
sed to imagine yourselves 
running round the countryside 
in a gaudy costume. Maybe 
you're right. But then again 
don't those Treasure Trap 
types in fur rugs and leather, 
or Star Trek fans in false Spock 
ears look weird. And aren't all 
Cthulhu investigators mad 
anyway? Compared to that 
lot, what's so odd about a 
Superhero? 0 
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“Your mission: 


LIBERATE WHAT'S 
LEFT OF MANKIND” 


It's 150 years after the last nuclear devastation. You and your 
“player-friendly” team awake from suspended animation to 
find the world has become an alien environment. 

And you're mankind's last hope to rebuild the 

world as you knew it. 

The Morrow Project 

is a new and playable 

role-playing system. 

Complete in every 

detail. 


THE : 
MORROW \ 


\. s 
PROJECT X 
@ The Morrow Project £5.95 
@® Role PlayingSupplement £4.50 y 


@ Shield £3.50 


GROUP ADVENTURES 

@ Liberation at Riverton £5.50 ™ 
@ Operation Lucifer NEW £5.50 
@ The Starnaman Incident 


NEW £5.50 
@® Damocles NEW £5.50 


ACCESSORIES 

@ Vehicular 
Blueprints 
NEW £4.95 


SUPER HERO 
ROLE 
PLAYING GAME 


3 \ _ ™A 
Likea breath of fresh air, the game system is bright and heroic 
in style, yet simple and complete in design. ‘ 


@ Champions 
@ Champions II 
@ Champions III 


GROUP ADVENTURES 

@ Deathstroke 

@ Escape from Stronghold 

@ Island of Dr. Destroyer 

@ Great Supervillain Contest 

@ Organisation Book I — 
Circle & Mete 


£14.95 
£8.95 
£8.95 


PLAY AIDS 

@ Enemies! 

@ Enemies II 

@ Enemies III f 

@ Champions Screen £4.95 

@ Adventurers Club Magazine £2.95 
(issues 2, 3, 4, § currently in stock) 


4" justice INC. 
FIRST ADVENTURE: TRAIL OF THE GOLD SPIKE 


£14.95 


£4.95 


AVAILABLE FROM YOUR LOCAL 
GAMES SHOP, OR DIRECT FROM 


. is oe 
coe Em pe 


P.O. Box 100, Bath Street, 
Walsall, W. Midlands. 
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Two world-beating 
Play-by-Mail games 
from Mitregames. 


\ The world’s 
largest 
fT) and most 
: " Successful 
Gey modern 
(/~<Play-by-Mail game 
In the aftermath of World War III, will 


you lead your country to domination 
or Armageddon? 


Ve 


Si V 


| Already a 
“| storming 
| success in 
the U.S.A.., 
brand new 
to the UK. 


In mediaeval 
" Midgard intrigue 

and religion, war 
and diplomacy join in the quest for success. 
Whether you play an Outlaw, Prince or Priest 
you guide your own destiny. 


Sn POS ODSNA aE —= 


I would like to enrol in one of these major new games. 
| Please enrol me in GLOBAL Please enrol me in 


SUPERMACY. I enclose 


MIDGARD. IL enclose £5.00 
| £5.00 for my start-up fee. 


start-up fee. 


| [Please enrol me in 
STARMASTER. I enclose OF CRANE. | enclose £9.95 
£9.95 for boxed set, start-up fee for boxed set, start-up fee and first 
| and first two turns. two turns. 
Please send me .. . signed (£5.00) 
... unsigned (£2.00) STARMASTER POSTERS. 
Please send me . . . signed (£5.00) 
| ... unsigned (£2.00) TRIBES OF CRANE POSTERS. | 


| 
| 
Please enrol me in TRIBES | 
| 


( Name | 
| Address | 


189 Balham High Road, LONDON SW12. 


PVN 


L SY NSE li 


Or Direct from MERSEY LEISURE PUBLISHING, 85 VICTORIA STREET, LIVERPOOL 1 
(Please Add 25p for P & P) 
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Fantasy literature has always been about the unknown, and 
the excitement and fear connected with it. The aim of this arti- 
cle is to suggest ways of improving role-playing, and the 
atmosphere in which it is conducted, by injecting a little mys- 
tery into the proceedings. 

an you remember your first adventure? I'll certainly not 
forget mine — it was such an experience. The wonder and the 
mystery were the greatest part; the plot, setting and the reality 
of the situation were totally unimportant. Clutching my ten- 
foot pole, lantern and longsword, | crept down the ten-foot 
wide corridor. Suddenly | came upon a skeleton guarding a 
door — all | could think of was Jason and the Argonauts, and 
with no handy cliffs in sight, | fled blindly away. My escape was 
short-lived because | ran straight into another of the creatures. 
Not knowing what to do | flailed at it with my sword and by 
some miracle (or so | thought at the time) | destroyed:it. And 
so it went on—a bewilderment of monsters and treasure until 
| staggered out of the dungeon dazed, but eager for another 
adventure. I'm sure that many other gamers’ experiences 
were similar. Wouldn't it be great if every adventure could be 
like that? Unfortunately when you're older and ‘wiser’, after a 
lot of roll-playing (not role-playing), it becomes more like this: 

“You look around the dark and shadowy room and your eyes 
fix ona mist forming in the corner of the room. There is a faint 
moaning as a cloaked figure emerges — old and haggard it 
reaches out its hand towards you.’ 

‘See the wall through it, can we?’ the players interject. 

‘Err, yes.’ 

‘It must be a ghost. Anyone know its stats?’ 

"Yeh, ACO, magic weapons, age attack, HP....’ 

‘Thanks, send in the elf and I'll fireball it.’ 

Consequently the ghost gets atomized and the players look 
for something more ‘interesting’. This situation is regrettable 
for both dungeon master and players as adventuring becomes 
more like wargaming instead of role-playing. It's fine if that’s 
what you're interested in but! think that mystery is so basic to 
fantasy in general that the unknown and the aspects of role- 
mene should be brought out to the full. 

aving decided that mystery is agood idea, how do you go 
about injecting this into your campaign? Firstly the players 
should be told as little as possible. Tell them the bare minimum 
of what the character could possibly know — err on the side of 
too little information. Practically, this can be very useful when 
running a campaign. For instance, the number of arguments 
would be greatly reduced since | find that most arguments are 
based on the interpretation of the rules. If the DM is the only 
one to have read the rules then he has the only valid interpreta- 
tion, and so long as he is consistent, the players have nothing 
to base their arguments on. If you have the chance to buy 
another game system (what, play something other than 
AD&D?!) then hold onto the rule books —all of them —and ask 
the players not to read them (| include the players’ handbook). 
Don’t even read all the rules yourself! All sections on standard 
procedure must be read of course. This allows you to absorb 
the rules gradually, and leaves you with something that you 
can add later when you're bored or fancy some new ideas. 
Players who haven't read the rules will be unable to spring 
anything ‘new’ on you. If, however, a player is interested in a 
particular section you can then familiarise yourself with that 


area, Some games even suggest rules which can be added _ 


sequentially, though in a more limited fashion. 

What if you can't afford a new system which your players 
don't know, or if you want to adapt your old system? This isa 
difficult task especially if all the pete have been dungeon 
masters at one time or another. The first step is to explain to 
them what you are trying to do, and insist that from now on 
they must play in character, ‘forget’ all they know about the 


system, and not read the rule books. If the players really want 
to role-play they will try hard not to let prior knowledge inter- 
fere with their decisions. This is very difficult to achieve butis 
equally rewarding. To help them, tell them that you have made 
several alterations to the rules and that these will be explained 
when necessary. Don’ttell them which rules have been altered 
(orto what extent), so that the players will not be confident of 
any presumptions they may make. Hopefully players will take 
a pride in their role-playing ability, and competition with the 
other players will probably spur them on more than any 
amount of encouragement from you could. Pick up any mis- 
takes they make (for example, if they say something their 
character wouldn't know) and correct them. | wouldn't bother 
with players who don't try; chuck them out after trying 
repeated warnings or docking of experience points due to bad 
play. With any luck role-playing won't be hindered too much 
by prior knowledge, and the procedures suggested can be 
adopted from the rest of the article. 


MONSTERS 

Remember the poor ghost and its fate? Ghosts are great 
unexplained phenomenon, so it is a pity to reduce such crea- 
tures to a load of statistics. Most DMs get bored with building 
up a scene if itis not appreciated and gets demolished so 
quickly, and just end up saying ‘There’s a ghost’. Now if the 
players haven't met such a creature before or don’t recognise 
itas a ghost then the situation is totally different. What is it? 
How do we fight it? Should we fight it? The tension mounts as 
the players worry about what they should do. Bear this uncer- 
tainty in mind when designing the encounter so that they don’t 
have to do exactly what's best (sending in the elf, etc) in order 
to survive. Quick thinking will still be rewarded as the ghost 
could attack while they are still unprepared. Note discussions 
will be character discussions and also in real time — so argu- 
ments will alert other hostiles and waste time. Good role- 
playing should not be penalised if players don't draw on past 
information. It will be perfectly obvious to the DM, and more 
importantly the other players, when someone cheats if their 
character has never encountered a ghost before. If a character 
does know about ghosts this will reveal something of his past 
to the other players. 

For players who haven't read the rules they might have even 
met a ghost before without realising it. By dressing up basic 
encounters in different ways it’s amazing what you can dis- 
guise. Players would have to recognise monsters by their 
characteristics and not their names. The same goes for hit 
points (which are frequently abused). These are pretty well the 
only way to adjudicate damage, and yet if used too much they 
can destroy the atmosphere and their original purpose. They 
should be used solely for bookkeeping and not as a gauge of 
the strength of monsters. Characters in a fantasy world don’t 
go around quoting hit points so neither should the players. 
Telling a fighter he has lost eleven hit points can have a totally 
different effect if the DM says ‘The beast strikes you in the face, 
breaking your nose.’ You start building a much better picture 
of your character's health even though you still know how 
many hit points you lost. This is the basis for a hit location sys- 
tem. It's unfortunate that players need to know their hit point 
total at all. Players should not know other people’s hit points 
and certainly never a monster's hit points. Try and stop 
players gauging monsters’ hit points by adding up how much 
damage they've done. If hit points are not known to them, they 
are more likely to think of monsters as their characters would 
— how long it took to kill it, (if they succeeded), how many 
strikes; how much damage they took themselves, and so on. 
lf there was no combat, they would consider instead the mon- 
ster’s bargaining power, intelligence, trustfulness and 
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perhaps helpfulness. Orcs would become more than predicta- 
ble 1HD monsters and perhaps more like this old veteran's 
tale: ‘Orcs, yes, I've met with them before. My brother and | 
stood together against at least three-score. We fought for 
hours and although they fled in the end, we were sorely 
wounded.’ 

You could wonder at the terrible might of higher level 
monsters — the power of ancient dragons would be assumed 
to be awesome after having conflicts with younger types. 
Unfortunately dragons in AD&D are something to be squashed 
for theirtreasure when supplies run low. They are certainly not 
the majestic creatures of legend. C&S redresses the balance 
where only a dragon-slayer may have a picture of one on his 
shield: these men are people to fear and respect. Players can- 
not be cavalier about their attitude towards monsters if they 
don't know all their abilities — those who are will get a nasty 
surprise one day. 

The greatest power to have over an opponent is to know 
their strengths and weaknesses; thatis why a player character 
class with this ability would be banned -—and yet most players 
have read the Monster Manual! Even when you've killed a 
monster, was it a particularly weak one? It would be very easy 
to keep the interest of players in monsters if they never knew 
for sure whether they were just lucky. With the true statistics 
and abilities remaining unknown, previously encountered 
monsters could still prove to be an interesting problem — no 
need for millions of new, and sometimes illogical, monsters. 
In fantasy books there are rarely more than a few main 
monsters. Asmall change in familiar monsters would produce 
a whole new range of possibilities, keeping the battle going 
between old adversaries. 


MAGIC 
The magical and mystical often go together, their unknown 
qualities instilling fear or superstition, but more usually, 
excitement in fantasy readers and players, Magic should 
always have that air of mystery about it and it should never be 
humdrum. Magic items then should be things of wonder and 
awe, not just ‘another piece of equipment’. If they appear too 
frequently there is a danger that they will be taken for granted. 
The other extreme is to have very few magic items but this 
leads to squabbles because their unfair distribution within a 
group becomes inevitable. One of the means of player reward 
would be cut short and if, to alleviate the situation, the magic 
items are made more powerful, game imbalance could easily 
occur. Either way players become expert at collecting magic 
items — before a magic-user hits the deck he’s usually been 
stripped of all rings, wands, amulets, necklaces, bracers, etc 
by the scavenging characters: certainly not the occupation of 
an honourable knight. But who can blame them when you can 
get decked out like Christmas trees with magic items? Next 
comes the sorting stage where players systematically test the 
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items. Attempts range from thrusting torches into the faces of 
players wearing new rings to dunking their heads under water. 
DMs can go to ridiculous lengths to hide the identity of stan- 
dard magic items (as per the DMG but they should never be 
standard). In the end the players give up in frustration or the 
item is neatly classified and filed. Not the kind of thing you 
would want to happen to Nizor the Wizard’s last great work! 

The alternative is to treat magic in a different and more flexi- 
ble way. Rarely in books do you read of characters continually 
picking up and dropping magical items as they find something 
new. You lose that continuity and familiarity with, say, a trusty 
sword that has been with you through thick and thin. Does this 
mean that when a character gains something special it has to 
be very powerful so that it can ‘survive’ their increase in 
levels? Not necessarily, because not all of its powers need to 
be revealed at the start. Power words and the meaning of 
engraved runes may be required to activate the device. A 
focus might be required, for instance, like a special gem 
screwed into the hilt of a sword, to reveal new powers. Search- 
ing for these requirements can be an excellent basis for further 
adventures or quests. The item could react to the character 
enhancing its abilities as the character increases in power him- 
self. New functions could appear when a character reaches a 
certain level of achievement. Perhaps only the power of an 
archmage is strong enough to unleash and control (?) the 
magic of an ancient staff. Even when powers are revealed do 
not give the players the full details, because there may still be 
some surprises in store. The Wand of Wonder is many a 
player’s and DM's favourite magic item simply because of its 
unpredictability. A player who tests it, finds it does a lightning 
bolt, and then classifies it as a Wand of Lightning Bolts is in for 
a shock — hopefully hilarious rather than fatal: a warning that 
magic moves in mysterious ways. Secrecy means that you can 
still keep control of a magic item and could change your mind 
over its powers— perhaps toning them up or down to prevent 
game imbalance without upsetting the players. The classic 
example is Bilbo’s ring — that little unassuming Ring of Invisi- 
bility. Of course not all magic items would have such an 
enormous effect on the campaign world but they all should 
have some history. The more powerful, then the more history 
there is attached to the item. This gives the players the 
interesting possibility of researching the item's past and 
perhaps getting a hint to its secret abilities. Even for the low- 
liest of magic items at least the previous owner and his (or its) 
fate should be known, perhaps even the maker's. Magic items 
should be important so flesh them out! 

Magic items which show particular affinity to a character are 
always interesting. They are a tool sometimes used by 
unscrupulous DMs to split a party by jealousy. The affinity is 
most interesting if there’s some logical reason behind it. The 
other players may get clues as to the nature of the previous 
owner, the item and even the player concerned (why the player 
information should be of use is detailed in the next section). 

Take, for example, a talisman of ‘gold seeking’ (or so the 
players think). Itis strange because it ‘fails’ to glow in the pre- 
sence of gold sometimes and shows an affinity for the only 
dwarf in the party. Only the dwarf can notice that the talisman 
glows just in the presence of dwarfish gold — the difference 
between this and normal gold known only to that race. Even 
then the deduction is not easy because, firstly, dwarfish gold 
is rarely found pure; secondly, despite its rarity it is usually 
amongst a cache of normal gold; and finally, the talisman 
glows with an intensity which is independent of the amount of 
dwarvish gold present, being based purely upon range. The 
glowis, in fact, merely a side effect of its true power. The talis- 
man was worn by a master goldsmith who forged the great 
crowns of the ancient dwarf kings. Since its loss the dwarf 
kingdom has been on the decline and there have been several 
disputes over the succession to the throne and battles be- 
tween rival factions. Eventually such troubles died down and 
for hundreds of years the dwarfs have lived in separated 
groups with no true king. If the identity of the talisman is found 
the players may start wondering if there is any truth in the 
legends of a lost heir to unite the dwarfs again. The dwarf may 
certainly get excited if the talisman doesn't show such an affin- 
ity for other dwarfs — perhaps he is destined for great things. 
The other characters would certainly show mixed reactions 
(with realisations coming at different times), especially if the 
dwarf tried to keep the possibility quiet. Perhaps it would be 
worth showing the ‘stunted runt’ some considerations if he 
might one day be very, very rich. Having a magic item which 
is special to you certainly makes you feel special also — 
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perhaps the character is... . 

The powers themselves should not be straightforward. 
Don't tell the player, for example, the magic item has a range 
of 60’ and unleashes 6d6 fireballs. Just let the player know 
what his character would know - the activation mode. When 
the character wishes to use it he says the power word or 
speaks the rune, or whatever, and you, the DM, decide the out- 
come. As with the dwarf's talisman, the item may not work in 
all circumstances but do have a logical reason for this depen- 
dence on its powers and history. Some items may function 
without asking, so to speak. For example, if one of the party 
members suddenly falls unconscious, what would the other 
members of the party think? The character wakes up after 
about a minute wondering what hit him. The party continues, 
somewhat perplexed, when later in the adventure they get 
plunged into darkness — unable to see a thing for about an 
hour wherever they move. Eventually they may discover the 
reason, although it might take several more weird happen- 
ings. The character knocked down carries a powerful protec- 
tive device against scrying. Only by being unconscious did the 
high level location spell pass over his mind. Similarly the dark- 
ness prevented a crystal ball from finding him. The party 
would certainly wonder what was going on after perhaps 
being stone deaf for a while, like being in a silence spell. If they 
traced it to the item, would they keep it? 

Magic should be as mysterious as possible but don’t confine 
these suggestions to items—places and people can be magical 
too. Magic was feared by people because they didn’t under- 
stand it— so make the characters fear it too. You'll know you've 
succeeded when the fighters become very superstitious! 


CHARACTERS 

This section deals with the underused concept of characters 
being mysterious to each other. It is the area in which players 
can have the most fun. 

To start with the players should not know each other's statis- 
tics. They should even actively prevent other players from 
finding them out. This will not only remove jealousy between 
players but perhaps allow players with unlucky rolls to make 
up for them by good role-playing. The characters would be 
judged by their deeds and nottheir abilities which can be mis- 
leading. The players would interact with each other like the 
characters in the fantasy world. Players, and more importantly 
the characters, would be always wondering what everyone 
else’s abilities are. It’s great fun trying to solve the mystery of 
the other characters and concealing your powers from those 
scheming players at the same time. In answer to the bright 
spark who says ‘OK, let's put our cards on the table and work 
as a team,’ say ‘You first,’ ask how he would phrase it as his 
character, and would he tell his strengths and weaknesses to 
anon-player character? Incorporating NPCs into the campaign 
becomes much easier because they will be as much an 
unknown quantity as the other players. NPCs and PCs will 
become more real and this will encourage good role-playing. 

A past history given to each character will give the players 
something to build their personae on. | realise that many DMs 
don’t believe that player characters should be special, but their 
past histories can be much more interesting (and magic items 
can show affinities towards them). Strange things might have 
happened — omens at birth, dreams as a child, a sinister 
stranger showing an interest in the child, an enemy made, or 
perhaps a friend. The player gets a feel for his character and 
the world he lives in. It is very difficult to build a character on 
no background at all —even impossible. Some things may not 
even be apparent to the character; unknown wheels may have 
been set into motion by his birth, or actions as a youth, for 
gous or ill, The character would have to look into his past to 

ind the answers. This necessitates having reasons for the por- 
tents and events to be worked out in advance. The classic 
example is the child with no parent(s) — who are they? This 
poser is not very interesting if player characters aren't special 
— he may be the heir toa... baker's shop! 

The meeting of the party members is very important because 
it sets the scene for the whole campaign. If the players meetina 
pub and suddenly become friends it signals dungeon-bashing. 
Introducing characters one at a time or with a (non-)player 
character friend maintains the identity of the player characters 
amongst the party, and sub-groups are set up immediately. 
Meetings with other characters would be detailed in the past 
history of the character involved. Is the friendship a real one or 
not? The non-player characters are added gently and become 
more acceptable (in fact, PCs are treated exactly as NPCs in the 


past history of other PCs). The assembly of a party will seem 
much more natural—whether itis fate or some other power at 
work. Once together sub-plots can be worked into the game, 
with characters not knowing who to trust. Whilst! don't agree 
with PCs trying to kill other party members, there are other 
intrigues possible — spying, stealing or misleading. Hopefully 
they will eventually become a team but only because the 
characters have acted in such a way — not just because they are 
player characters fighting the age-old battle against NPCs, 

Why, then, did | say earlier not to let the players read the 
players’ handbook of all things? For a start the other players’ 
characters will be more of a mystery if you don’t even know 
which character class they are or, rather, what that class is cap- 
able of. You would wonder.at the abilities of the others as they 
would at yours. Some less experienced players amongst a 
more experienced party could hold their own if their abilities 
are not generally known. The other players would be unable 
to steamroller them into doing things by saying, for example: 
‘Come on cleric! Cast cure serious on me—| need about 10hp, 
and while you're about it turn those advancing zombies.’ The 
cleric player will certainly lose all job satisfaction if his job’s 
done for him! 

Even you should not know the abilities of your character’s 
class which are not yet open to you. What is possible at high 
level? Not knowing higher level powers will make you more 
satisfied with your current powers but you'll be still eager to 
gain more. Having another character will mean you can try 
another character class with most of the mystery still attached, 
making the freshness of agame system last longer. Even play- 
ing the same character class as before could be possible if, for 
example, you joined a different school of magic. | realise that 
some of my player suggestions are not always feasible, espe- 
cially in D&D where the range of abilities is quite limited. If you 
are playing a first level fighter in AD&D what can you possibly 
hide about him? Magic-using classes will be more applicable 
in D&D, though in games such as Rolemaster, Bushido or C&S 
the range of skills is larger, allowing a greater variety between 
fighter classes. The DM will have to be more imaginative and 
add a few special abilities. Even so our fighter with a well- 
thought-out and interesting background will have plenty of 
secrets of his own. 

How does the DM manage the situation with his players 
being so secretive? The problems associated with this encour- 
age players to be open with each other — to save bother and 
brain-ache. Initially it means more work for the DM but less 
workin the long run, and the results can be very rewarding as 
you observe the players enjoying slipping into their characters. 

The DM will also need to have ‘out of game’ sessions with 
individual players. The first will be the longest, barring quests, 
because the player must roll up his character, choose a class, 
have his background told and the relevant rules explained to 
him. Later sessions will be mainly instigated by the player to 
ex-plain to the DM his character’s personality, plans and reac- 
tions to the people around him. He may wish to make magic 
items, speak in private to an NPC or go on a mission concern- 
ing his past. In a way players will be giving ideas to the DM 
about future adventures. If an understanding can be forged 
between each player and the DM, less time would be wasted 
by players wishing to speak to the DM secretly during games 
sessions because they could convey character actions and 
reactions in terms of a ‘nod and a wink’. For instance, suppose 
a player wishes to use his stolen ring containing haste spells 
he mightsay ‘I run as fast as|can,’ andstare the DM in the eye. 
Such pre-arranged signals make the DM aware while leaving 
the other players unsuspecting. 

A more direct form of communication is the passing of 
notes. It doesn't take as much time as you might think. In fact 
a concise, well-thought-out note given to the DM instead of a 
private chat is much quicker. If all players are encouraged to 
participate, note-sending becomes a normal procedure and 
does not give away a player doing an unusual action. The DM 
can ask for messages explaining characters’ intentions and 
routines during, say, a journey or stop for the night. Players 
not doing anything special are requested to send blank notes 
to camouflage their inactivity. Thus notes, ‘winks and nods’ 
and out of game sessions can indeed keep the private inten- 
tions of characters private and for the DM only. 

| hope this article has suggested a few ideas to spice up a 
campaign alittle. Ultimately the less players know, the less the 
drain on the DM's creativity, and perhaps ‘know-it-all’ players 
will find greater pleasure from being plunged into a more 
unpredictable and mysterious world. 0 


20 


eT 


=, MICHAEL MOORCOCK’S 


F  /! 
‘ Fa 
© he <— 


PNG ot m y 


iF 4 ke) ph 1) Oats . ~f 
OIN THE QUEST OF THE CHAMPION 
ETERNAL! 


with Citadel’s fabulous heroes from the works of Michael Moorcock. 
They’re all here - Elric, last Emperor of Meiniboné (2 models), Corum, Erekosé, 
Urlik Skarsol, Jerry Cornelius, Hawkmoon and Moonglum, companion to Elric. 
Each model has been faithfully sculptured by the talented Jes Goodwin to pro- 
duce what must surely be amongst the finest metal miniatures ever made. The 
ultimate boxed set of the ultimate hero - the ETERNAL CHAMPION in all his 
enigmatic guises! 


All characters copyright Michael Moorcock © 1985 illustration By Rodney Matthews © 1976 Si a 
Available now from all good game shops or send SAE for full mail order details to: Citadel Minia- Lb 

tures, Chewton Street, Hilltop, Eastwood, Nottingham. Tel (0773) 769522 or Games Workshop wt 

US, 9110F Red Branch Rd., Columbia MD 21045, USA. Tel (301) 964-0262. YALL 


a FOR ACCESS & VISA ORDERS RING THE MAIL-ORDER HOTLINE ON (0773) 769522 ae 


‘ware 


WHATS GAVIN » 

=: ON eed % 
NORE ons : py 

Mee SUST “TRUING 9 ok Sous hoi 


TO IMPRESS US. 2)" 
TRY AAID WORE OUT 


’ Z - ° 
your Femine site 


eo at Adal lr COM, 
pee A 

ie = Kt 
Kari Rosmanh © 95 ~ BY Aa MAGS 
Not : 
OW SOHD THIS Fur A LARK! 


GAVIN— “tou SAI You HAD Aa) 
one PLAW Fue OUuF SscAeF 


BRI Lie (t-Corr. TAKE, 
HBAMES,., WHATWAS Bi 
5 THAT @ 


a 
was |“? 


(can shi! 22 to bet Guth Bee 
yous 


A! — Bs. 
(THIS EPISODE (S pectcATED 7o Tobe “LIFEFELE" HOOPER, Foe puftiNeG THE Ser AND FUN Bact inne & 


CCA b Se 
. RAs na Fe! hae \g * 
Look cAPK THs 2 FORGET THAT SQA C/N 
Muse BE THE comTro CORRE it ee gs 
1) THOSE Isuemnse A NAKED ‘\ ee 
BAR DIALS... .comTrS 
LEVELS OF fo 


(| 
é | ers 2 


a: 


Helo. Nakect Female. ...(ciribb! 


7 fou tink youve got Pmblems..- 
Every bere | walk Aroune; Shines 

gifted O' blades of giss of Conveniotly 

BA Povitonec! obstruchors hide all 


_ pNOTHINGZ Adughty bits.. oT 
e ges NOTHING JRE ‘ 


@, te . . bi 
5 Bet Uknevs (bite, 


ae bi Her (ren rnore) 
oe < 


| cy a ‘\ } H i : FF "f x . BS ae 
i Sa OL | hee a 
a > Really 7 | think | hive 3 ct/ess Ais . 
" P: (iN your SrZe big boy. a te 
4 4a 
aT, AWC. 


Vers 


j 
; ie 
o- thes” ; 


/) 


Te be CONGANUEA n, 
22 


Communication in Traveller, by Andrew Swift 


It is reasonable to assume that man’s 
curiosity and thirst for knowledge of the 
world about him will never cease. This 
means that some form of today’s news- 
papers will always be around to pass on 
the news. As long as the need to be 
informed is there, then there will also be 
people who are willing to make money 
by providing it. 

The main factor that governs the way 
news travels on a planetis technological 
development. This, in Traveller, is rep- 
resented by Tech Level. This is only a 
very rough estimate of how developed 
an area is, and many other factors can 
alter the appearance of a newspaper. For 
example, a race of creatures without 
eyes could not use what we recognise as 
a newspaper. News may, in this way, be 
either helped or hindered by the natural 
abilities of the creatures passing it along. 

The speed at which people can com- 
municate and how quickly the rest of the 
population can be informed of events 
should be noted. The way a planet’s 
population is informed determines 
other criteria, such as the length of time 
a group of criminals could stay hidden 
on planet before everyone knows that 
they are there and begin to look for them. 


Up to Tech Level 1 
The main method by which news can 
travel on a planet with little technologi- 
cal development is by word of mouth. 
News can travel from one town to the 
next in the form of rumours carried by 
people who travel the routes regularly, 
or by a travelling minstrel who travels 
from town to town, passing on what 
information he has for the price of a 
meal and a bed for the night. 
Messages could be sent between 
towns by players if they have the money 
to pay for someone to travel the distance. 


Up to Tech Level 3 
The news will stop being so dependent 
on word of mouth, since writing should 
be in its rudimentary stages of develop- 
ment. The accuracy of messages no 
longer becomes reliant on the memory 
of the carrier. However, these written 
messages must still travel by the same 
methods as before, so they still rely ona 
messenger service of some kind. 
Towns may, of course, employ a town 
crier who, along with the guardsmen, 
keeps a watch on the town during the 
night. During the day, town criers could 


well be used by the town hall, orthe local 
ruling body to pass messages and news 
to the townsfolk. This would probably 
take place at a strategic point where a 
large number of people are likely to hear 
him, most probably the market place or 
the town square. 


Up to Tech Level 7 
The development of an accurate and 
reliable printing press heralds the com- 
ing of what we recognise as the news- 
paper. Along with this will come the 
poster, either advertising a local event, 
or posting notice of a wanted criminal. 
This development of ‘news’ will 
attract many people who will try to make 
their fortunes giving the population 
‘what it wants to read’. 


201 1010 
GLOBAL news 
SYSTEM news 
GALACTIC Mews 


As a planet reaches the later stages of 
this development scale its communica- 
tions ability will have stretched into the 
areas of radio and television. This 
means that along with the press, a 
planet will now be armed with the TV 
reporter who along with his television 
crew will be covering the newsworthy 
stories, 

News will be big business. If the 
characters are involved in anything that 
is considered as a good story they will be 
besieged by the press, the TV, etc... 


Up to Tech Level 10 

The super-industries of newspaper and 
television will slowly become less and 
less of a monopoly as the microchip 
industry turns towards the news 
medium as an outlet. Soon paper will, 
much to the joy of conservationists, 
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become an outdated method of display- 
ing the news. ‘Credit card’ newspaper 
will become the sole survivor in the 
media war. Each day the news for that 
day will be transmitted to the credit card- 
sized receiver, provided that a weekly 
subscription is kept up-to-date. Other- 
wise, if the payment is not met, that 
card's specific code is activated and the 
receiver shuts itself down until the 
money is paid. 

Once the news is inside the card itcan 
itinto a 
decoder (costing about Cr 2000 in its 
early stages, but as little as Cr 50 on 
more advanced planets). A standard 
ship's computer can display the news 
but it must have the decoding equip- 
ment specially built in. 


Tech Level 11 and up. 

The more advanced the planet, the more 
effectively news will travel. Contact lens 
television monitors to which the news 
can be transmitted, and which flash 
important news onto the wearer's actual 
line of vision; implants at the top of the 
spine to which the news can be transmit- 
ted and then fed directly into the crea- 
ture’s brain so that he actually knows the 
news as soon as it becomes available, 
are just a couple of ideas. 

These ideas, of course, are based ona 
race of humanoid creatures with senses 
very similar to our own, and since this 
follows an earth-type development it is 
not going to be an ideal model for all 
planets. 

The first thing to decide is what the 
creatures who use this form of media are 
going to be like. If they see into the infra- 
red or ultra-violet spectrums then their 
papers may be printed in an ‘ink’ which 
they can see but normal people may not 
be able to. 

The second thing is the law level of the 
planet. If itis very high then the govern- 
ments may keep a strict control over 
what can be printed by the newspapers 
(or the government might even own the 
newspapers and use them to print gov- 
ernment propaganda). 

Scenarios based on the media can take a 
great many forms, and the players need 
not necessarily know these have any- 
thing to do with reporters. A few ideas 
are presented below: 

1. The players are contacted by a 
reporter who wants them to smuggle 
him onto a planet. He will pay them what 
seems a very high price for taking him to 
the planet and landing at a specified 
spaceport. What he does not tell the 
players is that the planet is at war and 
they are smuggling him onto a disused 
spaceport. 

2. Players could be hired by media 
bosses to report on events that normal 
reporters will not go near because of the 
danger involved. But don’t forget the 
danger must be very great for reporters 
not to try and make a story of it! 

3. The players are hired by a reporter 
to track down a killer who is murdering 
people so that he can report about the 
murders. The killings have no link at all 
and the reporter keeps one step ahead of 
the players. Occasionally the games- 
master may leave the odd clue for the 
players, or subtly hint that the reporter 
always seem to get to the place of the 
murder too quickly. 0 


NIGHTMARE IN GREEN 


An AD&D adventure for 4-8 4th-6th level characters, by Graeme Davis 


BACKGROUND 

The adventurers have been hired by the 
Baron of Alsaran to carry out a small 
armed reconnaissance in the area of the 
small market town of Kalsvard, The 
town lies at the foot of a plateau which 
makes up the south-western part of the 
province of Alsaran. 

Confused reports have been coming 
in from Kalsvard of raiding ‘green men’ 
carrying off dead and captives. No taxes 
have been received from the area for 
almost two months, and the two state 
militia units, which included an element 
of the Baron’s personal guard, have 
failed to report or return from the area. 

History seems largely to have passed 
Kalsvard by: the only unusual event in 
the barony’s chronicles is the granting of 
a freehold on a series of caves in the 
southern face of the plateau to a druid by 
the name of Rhaubyn ap Kiernan. The 
druid apparently wanted these caves for 
the purposes of research, and nothing 
has been heard from him since he took 
up residence. The caves themselves are 
about five miles to the north-east of the 
town. 

Kalsvard is in what appears to be a 
state of siege. The entire population 
from the surrounding.area is gathered 
into the town, around which an earth 


rampart is hurriedly being thrown up. All 
trees, grasses and vegetation of any kind 
near this rampart have been destroyed. 
All the outlying farmsteads have been 
abandoned, and all available supplies of 
food have been gathered in. As a con- 
sequence, planting has been neglected, 
and although there are enough supplies 
to feed the community for about four 
weeks stored in the cellars of the town 
hall, most of the farmers and towns- 
people face financial ruin owing to the 
disruption of normal farming and trad- 
i enact lpn 
espite the sudden influx of refugees, 
okalsvard is not overly crowded; the 
*‘destruction of the militia has left the 
place almost without able-bodied men. 
Panic is giving rise to outbursts of hys- 
teria, and although the men and youths 
remaining in the town have thrown to- 
gether an ad hoc force for maintaining 
order, this is largely ineffectual; an under- 
standable fact given that the majority of 
them are armed with pitchforks or 
brooms. Some of the farmers are on the 
verge of insanity; after a lifetime in 
agriculture, having their own crops turn 
against them at the behest of ‘green 
devils’ is more than some can bear. 
Strangers arriving in Kalsvard will be 
almost immediately surrounded by an 
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hysterical mob of people, causing a situ- 
ation which could very easily escalate 
into a riot. Any druid who comes near 
Kalsvard stands a very good chance of 
being lynched. 

Els Tyrren, the mayor of Kalsvard, is a 
tired but strong-looking man in his mid- 
dle fifties. The present situation has all 
but got the better of his stolid yeomanly 
nature, and his resources have been 
stretched to the limit to prevent total 
hysteria sweeping through the populace. 
He will happily place the whole of Kals- 
vard at the party’s disposal (for what itis 
worth), and, as the only militia-trained 
man left in the town, he will be torn bet- 
ween offering to join the party and 
remaining in Kalsvard to maintain order. 


DM’S INFORMATION 

There was once a powerful druid by the 
name of Rhaubyn ap Kiernan whose 
knowledge and understanding of plants 
of all kinds was unequalled. He dis- 
covered a complex of caves in the south- 
ern side of the limestone plateau of Alsa- 
ran, and found one vast cavern whose 
roof had collapsed, leaving it open to the 
sky and creating a sheltered hothouse 
effect within the chamber. He cleared 
the caverns and established himself 
there, carrying out various experiments 


in the crossbreeding of plants. As the 
years went by, his experiments became 
more and more dubious in nature, and 
when he finally mixed botany with nec- 
romancy to create the first brothers of 
the pine as servants, his assistant, a 
young druid by the name of Sylvanus, 
deserted him. Kiernan continued with 
his experiments nonetheless, creating 
wilder and more exotic crossbreeds 
until his meddling with nature finally 
cost him his life. 

Since then, the brothers of the pine 
have taken over the caves as a base for 
extensive raiding in the surrounding 
area. They have also defended the caves 
with some of Kiernan’s more aggressive 
crossbreeds, as well as with their own 
druidic powers. The posse of bold 
townspeople who set out to destroy the 
place after the first raid never returned, 
and on more than one occasion hired 
swords and local heroes have tried to 
clear the caves of the evil that infest 
them; none have been seen since. 

The characters should be unaware of 
the fate of previous expeditions into the 
caves, at least when the baron hires 
them, and that they are not the first to be 
sent into the area. All this will become 
apparent later, once they have time to 
ask questions. 

If there is no druid in the party, an NPC 
druid of appropriate level may join 
them, if desired, haying been sent by 
Sylvanus (no longer an Initiate) to wipe 
out the evil spawned by Kiernan. Option- 
ally, the party may be hired by this indi- 
vidual, rather than by the baron. 

The mayor, Els Tyrren, will be able to 
tell the party of the fate of previous 
expeditions. He is also the only figure of 
authority left in the town after the priest 
of Demeter (from the one small temple) 
died in the first expedition to the caves. 


PLAYERS’ INTRODUCTION 

A series of caves, some five miles from 
the town of Kalsvard, are used by a pow- 
erful druid who specialises in experi- 
mental botany. Apparently using these 
caves as a base, groups of ‘green men’ 
have recently taken to raiding home- 
steads in the area, carrying off dead and 
captives. Assaults on the caves by a 
group of local militia, and more than one 
group of adventurers, have failed to 
evict these creatures. 


Information 

The following information can be 
obtained by judicious questioning of 
inhabitants of Kalsvard (from 1-4 
rumours may be obtained by each 
character making enquiries): 

1. The druid ap Kiernan has sum- 
moned some fell demon lord of plants, 
whose servants the green men are. 
(False.) 

2. Some locals claim to have seen 
friends and relatives amongst the raid- 
ing bands of green men — people 
assumed to have been lost after ventur- 
ing into caves. (True.) 

3. The green men raid in bands of 
about a dozen. Their war cries are terri- 
ble to hear —like the screaming of lost 
souls. (True.) 

4. Nothing can kill the green men; 
they are some kind of devils. (False.) 

5, The caves lead to another world 
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where plants are the dominant species 
and animals do not exist; ap Kiernan has 
sealed the doom of the human race. 
(False.) 

6. Those entering the caves can hear 
the screams of all the damned souls who 
died therein. (False.) 

7. The entrance to the caves has dis- 
appeared — almost as if the earth itself 
was trying to destroy the place. (False.) 

8. The green men can make the very 
grass and bushes attack their intended 
victims, pide tog 8 so that they may 
be carried off. (True.) 

9. The green men fear nothing but 
fire. (True! 

10. The vegetable kingdom is trying to 
take over the world. (False. The rumour 
is most likely to be spread by a drunken 
farmer preaching from outside a tavern!) 

11. The druid has sold his soul to some 
devil, who has given him the green men 
as servants to collect victims for horrible 
sacrifices. (False.) 

12. The green men are under the con- 
trol of some malevolent intelligence 
which manipulates the bodies of its vic- 
tim. (False.) 


THE CAVES (MAP 1) 

1. The entrance to the caves is covered 
by an hallucinatory forest spell (PH p59), 
thus hiding it from casual observers. 


2. Around the walls of this cave, and 
extending into the next one (3), are two 
lines of chivtekate and violet fungi. The 
shriekers have been slightly modified by 
Kiernan to work on achain reaction prin- 
ciple, setting each other off and eventu- 
ally carrying the alarm to cave 5. The vio- 
let fungi are intended to delay and 
weaken intruders, giving the brothers 
time to prepare their defences. 


4 violet fungi: AC7; HD3; HP16, 18, 17, 
17; MV 1"; 1d4 Att; rotting poison; xp 
135 + 4/hp; [MM p42]. 


4 shriekers: AC7; HD3; HP12, 20, 13, 17; 
la Att nil; noise; xp 5 + 1/hp; [MM 
p87]. 


3. This dark and damp cavern contains a 
variety of different moulds, including 


patches of the yellow and brown varieties. 


Also patrolling the cave are two gas 
spores, and there is a pair of shriekers at 
the neck of the passage into 4 (part of the 
alarm system). 


Yellow mould (3 patches): AC9; Att 1-8; 
poison spores; [MM p71]. 


Brown mould (1 patch): AC9; freezing; 
[MM p71]. 


2 gas spores: AC9; HP1 each; MV 3”; 1 
Att; infestation, explosion (6d6); xp 33 
each; [MM p42]. 


2 shriekers: AC7; HD3; HP12, 14; noise; 
xp 17, 19; [MM p87]. 


4. The floor and lower walls of this 
cavern are covered with two extensive 
patches of witherweed, allowing only 
single-file movement through the 
cavern without disturbing the weed. 
Across the exit from here into the open 
area beyond 6 is a thorn hedge (5). 
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Witherweed (2 patches): AC8; HD4; 
HP25, 23; multiple attacks, dexterity 
drain; xp 225, 217; [FF p95]. 


5. One brother of the pine waits here on 
guard with two shambling mounds. The 
brother has two ceramic jars, each of 
which contains a fire-flower (see 
Monsters). As a group of intruders 
enters cave 4, he will throw them against 
the wall directly above the patches of 
witherweed. Should the party come too 
near the thorn hedge, he will cast entangle 
on it before going to raise the alarm, 
leaving the shambling mounds to deal 
with anyone who gets through the 
hedge. 


2shambling mounds: ACO; HD10; HP37, 
42; MV 6"; Att 2-16/2-16; suffocation, 
partial magic and spell immunity; xp 
2170, 2220; [MM p87]. 


2 fire-flowers: AC4; HD4; HP23, 27; Att 
1-8 (x4); heat, fire immunity; xp 436, 449. 


6. This pathway is lined with stands of 
leechweed (see Monsters) backed by a 
thorn hedge. The entrance to 8 is con- 
cealed by an hallucinatory forest. The 
path is only wide enough to allow single- 
file passage without disturbing the 
leechweed, and each round, every 
character on the path will be attacked by 
1-8 leechweed. Snare spells cross the 
entrances from 5 and 8. 

There are several hundred individual 
leechweed in the two stands, and itis left 
to the individual DM to determine hit 
points for any which are subjected to 
weapon attacks. 

As the party approaches the point 
marked X, they will become subject to a 
special hallucination produced by the 
two basidirons in 7. 

The hallucination produced by the 
spores of the basidirons causes victims 
to believe that they can hear voices com- 
ing from beyond the hedge. The voices 
will be those of the last group of adven- 
turers to have discovered area 7; their 
conversation as they went in, followed 
by the sounds of battle. The hedge by 
point X is a little thinner than elsewhere 
and looks as if an entry has already been 
forced through it. 


7. In this shady enclosure are two basidi- 
rons, which will attempt to lure the party 
in as described in 6. In conjunction with 
the seven whipweed herein, they form 
an effective extermination force to 
destroy any who are lured into the trap. 


2 basidirons: AC4; HD5+5; HP30, 24; 
MV 6"; Att 2-8; smothering, hallucinatory 
spores, immune to mental spells, cold 
resistance; xp 655, 619; [MM2 p15]. 


7 whipweed: AC6/4; HD2+4/1+4; HP17/7, 
13/5, 15/11, 20/3, 13/5, 17/3, 9/8; MV 3”; 
Att 1-10/1-10; xp 120 + 4/hp; [FF p94]. 


8. This is the main encampment area, 
which is partially open to the sky, and for 
which ap Kiernan chose the caves. It is 
now filled with closely-planted pine 
trees, each with a small bowl attached 
for tapping resin. Towards the walls of 
the area is a series of ruined buildings 
(A-F), possibly hothouses, which have 


been partially repaired and are now 
occupied by the brothers of the pine. 

The brothers are organised into three 
bands of twenty individuals, each under 
a leader, with the Jarl’s hut (G) in the 
centre of the clearing. By this hut are five 
large barrels of pine resin and the other 
equipment necessary for creating a new 
brother. In the Jarl’s hut is a chest con- 
taining 1,500cp, 10,000sp, 5,000gp, 
1500gp in gems and a Wand of Magic 
Detection. 


Band A (Huts A,B) 

Leader: AC5; HD4; HP30. Shortsword, 3 
darts, Potion of Plant Control. Spells: 
entangle (x2), faerie fire (x2), produce 
flame, obscurement, call lightning, 
pyrotechnics. 


20 brothers: AC5; HD3; HP19, 10, 13, 21, 
16, 12,22, 8, 23; 13,9, 15, 7, 15, 16, 21, 11, 
16, 13,16. Shortsword, 2 darts. Spells: 
entangle (x16), faerie fire (x4). 


Band B (Huts C, D) 

Leader: AC5; HD4; HP25. Longsword, 4 
darts, Potion of Plant Control. Spells: 
entangle (x4), cause light wounds, heat 
metal, cause disease, cause poison. 


20 brothers: AC5; HD3; HP13, 13, 9, 18, 
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12, 43, 15,'15,41/'8,28)'42,'T1; 13)'10;, 12, 
18, 18, 15, 12. Shortsword, 2 darts. 
Spells: entangle (x20). 


Band C (Huts E, F) 

Leader: AC5; HD4; HP25. Longsword, 3 
darts, Potion of Plant Control. Spells: 
entangle (x2), faerie fire (x2), produce 
flame, obscurement, summon insects, 
plant growth. 


20 brothers: AC5; HD3; HP14, 18, 13, 17, 
11, 19, 8, 15, 18, 16,14,12, 14, 17, 18, 19, 
13, 14, 11, 12. Shortsword, 3 darts. 
Spells: entangle (x16), faerie fire (x4). 


Jarl: AC5; HD6; HP36; druidic abilities. 
+2 Longsword; 3 +1 Darts; Scroll of 
summon insects, pass plant, feeb- 
lemind; Scroll of hold animal, pass with- 
out trace, fire trap; Ring of Fire Resis- 
tance; Potion of Plant Control; Wand of 
Magic Missiles (57 charges). 

Spells: entangle (x4), produce flame 
(x2), heat metal, pyrotechnics (x2), 
cause serious wounds. 


One of the above units will be out raid- 
ing, and there is a 30% chance per hour 
that it will return to base. (The DM may 
elect to have this unit return at a key 
moment, to be encountered if the going 
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has been too easy.) 


Tactics 

Once the alarm has been raised, all avail- 
able units will assemble among the 
pines in the main area. The leaders will 
observe the party's progress, moving 
under cover through the thorn hedges 
(as if using the third level druidic ability), 
and will outline the party with faerie fire 
as they come towards 8. At a suitable 
moment, half the members of one of the 
groups will move to cut off the party’s 
retreat. 

A combination of pyrotechnics, en- 
tangle and plant growth will be used in 
an attempt to immobilise the party as 
they enter. If this succeeds, victims will 
be bound and taken to the Jar|’s quarters 
to await transformation. Intruders will 
be prevented at all costs from making 
for 10. 

The main intention is to capture the 
party for transformation rather than to 
annihilate them outright; this will only 
be done as a last resort. 


9. The door to this building is sealed with 
a fire trap (1d4 +12 damage), and the 
building itself is surrounded by particu- 
larly dense thorn hedges. These were 
once ap Kiernan’s quarters, and are now 


partially ruined, His skeleton can be seen 
on his bed, still contorted as if in final 
death agony, with what appear to be 
antler-like growths of horn sprouting 
from his temples and eye-sockets. This 
is the dormant growth of the stagweed 
that killed him. 

Also in the building are a mouldering 
table and chair, and a chest of strong, 
seasoned oak, again fire trapped. This 
contains two druidical ceremonial 
robes; a sickle with a golden blade 
(250gp); leather pouches containing 
dried and withered mistletoe and other 
herbs; 2 Potions of Undead Control 
(brothers of the pine); a +2 Quarterstaff; 
Scroll of fire seeds (x3), plant growth; 
and three Potions of Plant Control. 


Stagweed: AC5; HD7; HP28; MV 0”; 
immune to weapons; xp 2086; [see 
Monsters]. 


10. The entrance to this cavern has been 
sealed off by the brothers of the pine 
with a dense thorn hedge backed by a 
line of kulamtu trees [see Monsters]. 


10 kulamtu trees: AC5/3; HD3; HP14, 17, 
13, 19, 16, 16, 10, 12, 15, 11; MV 0"; Att 1 
(x4); entanglement; xp 25 + 3/hp. 


Inside the cavern is an extensive colony 
of yellow musk creeper, guarded by 
eight yellow musk zombies. The 
brothers have not yet managed to deal 
with this menace successfully, and have 
therefore tried to contain it, The yellow 
musk zombies are the few adventurers 
who managed to escape the brothers. 


Yellow musk creeper (3 patches): AC7; 
HD3; HP17, 13, 15; MV 0”; 2d6 Att; 
entrancing dust, INT drain; xp 65 + 3/hp; 
[FF p97]. 


8 yellow musk zombies: AC variable; 
HD2; HP variable; immune to mind 
spells, cannot be turned; xp 28+2/hp; 
[FF p97]. 

1,AC1; HP31; +2 Plate Mail; 2-handed 
sword. 

2. AC4; HP28; +1 Longsword; chain 
mail; shield; 5 daggers. 

3. AC7; HP21; Shortbow; 6 daggers; 
studded leather armour. 

4. AC10; HP16; dagger; quarterstaff; 
robes. 
; 5, AC2; HP25; +2 Splint Mail; mace; 
lail. 

6. AC8; HP25; shortbow; 7 +1 Arrows; 
sickle; staff; leather armour. 

7. AC7; HP30; Ring of Protection +1; 
sickle; staff; leather armour. 

8. AC7; HP17; shortsword; sling; 30 
bullets; studded leather armour. 


11. This small cavern has several tanks 
set into the stone floor, and the remains 
of the occasional workbench can be 
seen. In and around the tanks are their 
former occupants — the materials for an 
experiment which was in progress when 
the druid died. 

Tank (a) is overflowing with a massive 
colony of grey ooze, and tank (b), covered 
by a heavy stone slab, contains a large 
ochre jelly (now in a dormant state due 
to a lack of food). It will revive one round 
after the slab is removed, and is 
extremely hungry. Tank (c) contains a 
colony of yellow mould, which has 
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extended over the edges of the tank and 
partway up the adjoining wall. Tank (d) 
is covered in the same way as tank (b), 
and contains a dormant crossbreed be- 
tween grey ooze and ochre jelly. This 
organism will revive in one round after 
the lid of its tank is removed. 


Grey ooze: AC8; HD3+3; HP27; MV 1"; 
Att 2-16; corrosion; spell, heat and cold 
immunity; xp 335; [MM p49]. 

Ochre jelly: AC8; HD6; HP43; MV 3”; Att 
3-12; amorphous form, lightning 
immunity; xp 408; [MM p75]. 


Yellow mould: AC9; Att 1-8; poison 
spores; [MM p71]. 


Oozing jelly (crossbreed): AC8; HD4+4; 
HP31; 1d4 Att 2-12; corrosion, lightning 
immunity, cold and fire resistance; xp 355. 
MONSTERS 


FIRE-FLOWER 


NoAppearing: 1-10 

ArmourClass: 4 

Movement: Nil 

Hit Dice: 4 

Treasure: Nil 

Attack: 1d4 tendrils (1d8 each) 
Alignment: Neutral 

Intelligence: Non- 

Level/XP Value: V/275+ 7/hp 


Fire-flowers are cactus-like plants, typi- 
cally about 8 inches tall, with one or two 
golden-metallic flowers and four highly 
mobile tendrils, the thickness of heavy 
cord. The plant can project these tendrils 
upto 10’ in length to kill or bind prey. The 
plants produce intense heat, caused by 
a chemical reaction involved in their 
growth, and their bodies and tendrils are 
so hot that any combustible material 
touching them will smoulder and any 
living creature touching them will suffer 
1d8 points of damage. The plants are 
immune from fire, but take double dam- 
age from cold-based attacks. 


Fire-flowers attack with their tendrils; 
a successful hit means that a tendril has 
wound itself around its victim, who must 
save vs paralysis or be jerked off their 
feet and dragged towards the plant at 1’ 
per round. The tendrils do 1d8 heat dam- 
age per round when wrapped around a 
victim, and once the victim has been 
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dragged to the main plant, 5d10 lesser 
tendrils will shoot out into the body, 
each doing 1d4 heat damage per round, 
draining the body of minerals and other 
important compounds in the process. 

Individuals killed by a fire-flower can- 
not be resurrected. 


LEECHWEED 

NoAppearing: 10-200 
ArmourClass: 7 (stem), 5(flower) 
Movement: Nil 

Hit Dice: 1 

Treasure: Nil 

Attack: 2, special 
Alignment: Neutral 
Intelligence: Non- 

Level/XP Value: |/7 + 1/hp 


Leechwood grows in large stands in 
temperate and sub-tropical wooded 
areas. It grows to about four feet in 
height, with a long, flexible stem, 8-10 
branches covered in furry, hooked 
leaves, and a single blossom about the 
size of a man’s head, composed of pink- 
ish, fleshy petals drawn close together. 

The plant is sensitive to body-heat, 
and attacks by clinging with its leaves 
(as the first level druidic spell, entangle) 
whilst the bloom attaches itself to drain 
blood from the victim at a rate of 1d4 
points per round. The attachment of the 
head causes 2hp damage. 

Once the plant is killed, the head will 
fall away, but the victim continues to 
lose blood at a rate of 2hp/round until 
the wound is staunched or a cure light 
wounds is received. If the head is 
severed, it will continue to suck blood 
(as if still attached to the plant) for a 
further 1d4 rounds, or until detached or 
killed with a hot iron. 


KULAMTU TREE 

NoAppearing: 2-24 

ArmourClass: 5 (leaves, inner), 3 (trunk) 
Movement: Nil 

Hit Dice: 3 

Treasure: J,K,L,Minside 
Attack: 4 leaves, 1 each, special 
Alignment: Neutral 

Intelligence: Non- 

Level/XP Value: ||/25+3/hp 


Kulamtu trees normally grow in thickets 
in tropical rain-forests, and are about 12’ 
tall, with four 9’ long leaves arranged 
radially around a central mouth. The 
leaves are equipped with small hooks on 


their surfaces, and the tree attacks with 
these leaves, each hit causes 1hp dam- 
age and requires a saving throw vs 
wands to be made. Failure indicates that 
one or more leaves have entangled the 
victim, who is now incapable of move- 
ment and will be lifted towards the 
mouth. Characters with STR 17+ have a 
chance of breaking free equal to their 
Bend Bars percentage. The tree takes 
two rounds to lift a victim to its mouth 
after a successful hit, and once inside the 
tree, digestive juices attack the victim at 
a rate of 4hp/ round. The internal 
anatomy of the tree makes climbing out 
impossible, but victims may attack the 
tree from the inside. 


Once killed, the tree will cease to 
attack with its leaves, but the digestive 
juices will continue working until they 
are washed from the body of the victim. 
They may be neutralised by a neutralise 
poison spell. Inside the body of the tree 
may be small amount of coins and other 
metal which have not been dissolved; 
once this builds up to a certain level the 
tree can eject it, so that stands of 
kulamtu trees may be surrounded by 
scattered coins, swords, spearheads 
and other metal items. 


STAGWEED 
NoAppearing: 1 
Armour Class: 5 


Movement: Nil 

Hit Dice: 7 

Treasure: Victim's possessions 
Attack: Special 

Alignment: Neutral 

intelligence: Non- 


Level/XP Value: VII/1750 + 12/hp 


Dormant stagweed are usually found 
only in deserted and desolate areas, in 
the form of strange antler-like growths 
erupting from the cranial sutures, eye- 
sockets and other skull orifices of long- 
dead victims. When these are disturbed, 
they release a cloud of spores in a 40’ 
radius sphere, and all within the cloud of 
spores must save vs poison at —3. Those 
who fail to save become infested with 
the spores, which grow throughout the 
body, erupting shoots through the eye 
sockets, mouth, ears, etc, after 3-4 days. 
During this period the victim will suffer 
from severe headaches, blackouts, and 
possible insanity, but can be cured by 
use of neutralise poison or remove 
curse. Once the plant has started to 
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erupt, the victim may live for a further 24 
hours, but is not curable except by using 
a wish. 


Control plant spells, potions, etc will 
check growth during their period of effect 
but cannot reverse growth. Once a plant 
has achieved full growth, about 24 hours 
after the beginning of the eruption 
phase, it will produce one bloom, which 
emits a suggestion field (as spell) of 10’ 
radius, to entice others to approach and 
touch the plant, whereupon they will 
become infested with tendrils which 
inject fresh spores into their bodies. 
When the supply of victims has run out, 
the plant will become dormant again. 

Stagweed is vulnerable only to fire 
and plant-based spells. Weapon attacks 
cause the plant to release a further cloud 
of spores in a 10’ radius. 


OOZING JELLY 
NoAppearing: 1 
ArmourClass: 8 


Movement: 3" 

Hit Dice: 4+4 

Treasure: Nil 

Attack: 1-4 pseudopods 
(2-12 each) 

Alignment: Neutral 

Intelligence: Non- 

Level/XP Value: |V/200 + 5/hp 


This crossbreed between a grey ooze 
and an ochre jelly appears as an ochre 
jelly of a slightly darker colour than nor- 
mal. It can attack with 1d4 pseudopods 
per round, each pseudopod doing 2d6 
damage. The creature can corrode 


28 


wood, metal, leather and flesh, and its 
corrosive secretions continue to cause 
1d6 points of damage per round until 
washed off or a neutralise poison spell 
is cast. 

Weapons and lightning-based attacks 
divide the creature as with the ochre 
jelly, and cold-based attacks slow it by 
50%, with a 2% chance per level of the 
caster turning it dormant for 1d4 turns. 
Fire-based attacks do half damage. 


THE BROTHERS OF THE PINE 

by Julian Lawrence 

NoAppearing: 10-200 
ArmourClass: 5 

Movement: 2” 

Hit Dice: 3 

Treasure: Individuals Q,C in lair 
Attack: By weapon 
Alignment: Lawful evil/neutral evil 
Intelligence: Average/very 
Level/XP Value: [II/90 + 3/hp 


The brothers of the pine are a foul form 
of undead created from bloodless 
bodies by pumping pine sap into their 
veins. They live in dim woodland and 
use their fiendish cunning to lure adven- 
turers to their deaths so that they can 
drain their blood and replace it with sap, 
so increasing their brotherhood. This 
foul operation is carried out by the Jarl 
of the creatures who will have 6 hit dice 
and powers as a 6th level druid. All of 
them possess 1 first level druid spell 
(chosen at random) usable once per day. 
For every 20 encountered there will bea 
leader who will have 4 hit dice and pow- 
ers as a druid of level 4. 


In battle these beings emit a shrieking 
wail which will cause all NPCs, etc, in 
earshot to check morale at —20% or flee 
for 1d8 turns. The creatures’ favourite 
weapons are jagged sabres and throw- 
ing darts. 

They are immune to non-magical 
weapons and cold, take half damage 
from lightning, but double damage from 
fire. Only plant-based spells affect them. 
They can be turned as shadows on the 
clerics vs undead table. 
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Simon Granville, Germa 
astounded, nay, outrage’ 
ments of people like Phil 
WD73. | could not believe a 
blaming us (adolescents) for the decline 
in the hobby market. If all adults were 
like Terence O’Brien and gave us a 
chance at ‘real FRPG’, I'm sure we'd 
show the ‘adults’ a thing or two. The 
only people responsible for the decline 
inthe hobby market are the producers of 
the games, not the buyers (that is ifthere 
is a decline, because personally | haven't 
noticed it). 


Jan Knight, Felixtowe: Older players 
seem to have this complex that all 
rolegamers under the age of 14 are 
unimaginative, Fighting Fantasy-book- 
playing, bendy-toy-buying plague car- 
riers. But we do have imagination — 
more than Phil Masters’ grey cell proba- 
bly has. That es spug sits and 
moans that we are infecting the market, 
and none of us can play properly, and 
that it is illegal to play if you are under 
16. Well, Phil and all you other Drokking 
spugging grud-loving killjoys, we are 
here to stay. | started playing at 10, and 
am now 13, which is probably longer 
than the bunch of OPs (old perps) who 
write in to say how inferior we are at 
role-playing, just because we are 
younger (jealousy will get you nowhere!). 


Jez Keen, Stockport: Phil Masters 
seems to think that my cheap jibe (singu- 
lar) at George Stepanek is grounds to 
dismiss the entire arguments of all con- 
cerned, and was in fact so upset by my 
comment that he forgot to say why he 
doesn’t think children are necessary to 
games companies. Mohan Holkar thinks 
it was better in the old days, when the 
only available game was D&D (that was 
the case when | started playing, anyway) 
and Games Workshop was still a twinkle 
in lan Livingstone’s eye. | hardly think 
we wish to return to that state of affairs. 
Itis difficult to cite particular examples 
of items which are necessary to the 
hobby (I would think bendy toys are not, 
since they were a commercial failure in 
addition to being ill-received amongst 
‘serious’ gamers), but games companies 
need to get their funding somehow. | 
know many people who would agree 
with me in saying that AD&D is one of 
the most horrendously rulebound sys- 


Andrew Bassett, Birmingham: OK, so 
cheap stuff is served up to plonkers; OK, 
some games are useless rip-offs; OK, 
some kids are morons... but you don’t 
have to buy rubbish! | admit that 
younger rolegamers have probably 
encouraged inflation, but they are not 
wholly responsible. If you showed us 
what to buy via clubs, etc, then the cheap 
rubbish would not get bought. People 
have the right to buy what they like (al- 
beit rubbish). On the whole, apart from a 
few selfish spastics with more money 
than sense, we don’t like getting ripped 
off! Some of us under sixteens are intel- 
ligent ROLEPLAYERS. We could (and 
would) be better off if people showed us 
the light instead of slagging us off. 


Steve Cooper, Birmingham: |'’m sorry to 
have to add my voice to the ‘kiddies’ 
debate, but Phil Masters seems to think 
that | and my colleagues — at the infantile 
and immature age of 14 — are playing 
with Fighting Fantasy and bendy dolls, 
and this is rather annoying. | read War- 
lock of Firetop Mountain when | was ten, 
and had! not done so! would never have 
come across role-playing. | have since 
ditched D&D as unrealistic and out- 
dated, and | am presently busy with 
RuneQuest and Bushido, but | shall not 
be buying any games more advanced 
than ‘churned-out solo adventures’ until 
| am (at least) 16, when Mr Masters will 
accept me as being able to ‘play properly’. 


Simon Gardner, South Ferriby: | am a 
young gamer (15) and | have been play- 
ing for about 4 years. Personally, | object 
to being called an infant. Gamers do not 
automatically become capable of play- 
ing at 16; age has nothing to do with it, 
and it is intelligence, imagination and 
experience which dictate playing ability. 


Tobias Hill, London: Although Mr Mas- 
ters is correct in assuming that many 
young gamers can't play properly, he 
will be happy, if surprised, to learn that 
many of us thoroughly ‘stuffed kiddies’ 
have been playing for many years—or at 
least longer than he might have sup- 
posed. | myself have five years under my 
belt, although some of my friends have 
been playing for as long as eight. | am 


sure even big, bad Mr Stepanek will 
agree that ‘young beginner’ would be a 
more accurate term to apply. 


Jez Keen: | can’t help feeling that Phil 
Masters is being a wy Big de bit self- 
centred when he says ‘Stuff the kiddies’ 
and ‘Leave them until they are 16 (at 
least)’. He is presumably proposing 
some kind of magic circle elite, with an 
entrance exam to be passed before we 
are allowed to take out a subscription to 
White Dwarf. Economically itwould bea 
disaster of course, but | submit that it’s 
also ideologically unsound: 

Young Gamer: ‘Please sir, I'd like to 
play a game with you so | can become 
better.’ 

Older Gamer: ‘No chance, you've got 
to become better before you can play a 
game with me, sonny....' 

Young Gamer: ‘Suit yourself. Naff off 
ou unaccommodating, inconsiderate 
ittle rat.” (Retires to spend the next 
even years playing dungeon bashes 
because he doesn’t know any better.) 


Dave Hughes, Wickford: | would just like 
to point out to Marcus Hill (WD74) that 
this is a perfect example of why players 
like George Stepanek object to young 
gamers. A 23rd level MU and a 33rd level 
cleric? Are you serious?! 

You think wrong if you think that con- 
stitutes an ‘adequate achievement’. As 
far as I'm concerned it just highlights the 
fact that young players are destroying 
the game (D&D, | presume) by giving 
low-level characters tons of magic and 
treasure, etc. Where is the joy in a 33rd 
level character when it has only taken 
three days gaming to get it up from first 
level? 

Quite frankly I'd wish you'd stick to 
Fighting Fantasy and plastic figures, and 
let us get on with playing AD&D (if we 
must) how it should be played. 


Twilight 2000 is another subject that has 
resulted in widely differing views from 
readers. Entering the fray this issue is 
the game’s designer... 


Frank Chadwick, Bloomington, USA: 
When | design a game and itis reviewed, 
| would like to have the review cover the 
game, not my personal views on nuclear 
winter, graduated response, mutual 
assured destruction, or the relative 
value of American versus British culture. 
If a reviewer finds that he absolutely 
must concentrate primarily on my opin- 
ions of those things, then | wish he 
would ask me what they are rather than 
attempt to reconstruct them from the 
fragmentary evidence of one role-playing 
game and his own distorted views of 
what the prevailing ‘favourite American’ 
scenario is. All Americans do not agree 
with the Reagan administration (unlike 
all British subjects, who, | have it on reli- 
able authority, agree unanimously with 
the Conservative PM). 

One of the more distressing parts of the 
entire review and subsequent exchange 
of letters was the noticeable anti- 
American theme in some of them. Mar- 
cus repeatedly uses the term ‘American’ 
in his review as if that was sufficient criti- 
cism unto itself, and Tom Conway’s let- 
terinissue 77 hada similar ring. Ameri- 
cans do not all wear cowboy boots and 


spit (those few of use notin uniform and 
shooting up drugs in West Germany), 
and there actually is at least a little diver- 
sity of opinion over herein the colonies. 
In fact, | could note here that | myself do 
not find the ‘favourite American’ 
scenario presented in the game particu- 
larly plausible. Butthen, itisn’t meantto 
be plausible. It’s a game remember? 
When was the last time anyone bitched 
about the plausibility of Dungeons & 
Dragons? 


Last Tuesday, as! recall... 


John Outram, Camberley: Gamers 
must be responsible for the morality and 
decency of gaming products, or that 
responsibility will be taken from us in 
the form of censorship. | am not 
suggesting that games like Twilight 
2000, Merc, and whatever Rambo- 
games are inevitably going to appear 
should be taken off the market, but | 
think that we must indicate that war- 
gamers can take some sort of moral 
stance and voluntarily reject such trash. 


Charles Gibbons, London: No one ever 
said that a reviewer should like the pro- 
duct he reviews, but he does have to 
review the product, not just the ethics of 
the game. If the game has a strong ethi- 
cal point that must be discussed, then do 
so. But if the moral argument takes up 
more space than the game review, then 
it ceases to become a review and ends 
up as a debate. If a reviewer knows he 
will love or hate a game before he opens 
the box and sees its game system, then 
he’s about as impartial as GDW review- 
ing Twilight 2000. 


Simon Evans's comments about the 
portrayal of women in fantasy (WD73) 
also drewa considerable amount of flak. 


Steve Broomfield, London: | was 
alarmed by the attitude displayed by 
Simon Evans. What on earth does this 
person think he's saying? It would be a 
sorry day indeed on which female gam- 
ers were forced to go elsewhere for their 
role-playing info. Perhaps Mr Evans 
would like tosee them set up a magazine 
of their own, with pictures of Mel YMad 
Max) Gibson and Tom (Magnum) Sel- 
leck on every other page? This is, after 
all, a free country, and to deny someone 
the right to read a magazine because of 
its adolescent fantasies is execrable. 
Okay, so like the other 13 and 14-year- 
old role-players you like to see pictures 
of ‘wicked women’ in your favourite rag, 
but you'll grow out of it. I've been play- 
ing D&D and its offshoots since 1977, 
and there has always been a fair degree 
of ‘soft porn’ implied — but it’s not a 
necessary element. I'm not saying WD 
should stop the use of these covers, as 
long as they are of artistic merit. 


Sally Hayton, Margate: Simon Evans 
must rank amongst the all-time great 
comedians. | do enjoy a bit of tongue-in- 
cheek humour-—though it was alittle dry 
— if it wasn’t the sort of opinion only a 
self-opinionated, bigoted, jumped up 
idiot would have — you could almost 
have thought him serious. 

| feel that as an intelligent, well- 
intentioned woman | should scream pro- 


test at the semi-naked females draped 
everywhere — but they are attractive. | 
only object when said ladies are in situa- 
tions where more clothing or armour is 
clearly called for. 

People like Mr Evans make me seethe; 
he sounds like the sort of person | took 
up gaming to avoid. Role-playing offers 
the opportunity for a bit of escapism 
from the racist, sexist, and ageist rub- 
bish that confronts us every day. 


Venetia Lee, Sheffield: Mr Evans appears 
to be a little confused on the subject of 
both history and fantasy . . . ‘Pseudo- 
medieval society was male orientated’, 
‘women were relegated to a very subser- 
vient role’. If itis ‘pseudo’, how come we 
are talking historical fact? Real medieval 
society did not make women quite as 
inferior as Simon Evans would have us 
believe. It is true that they were gener- 
ally excluded from public life, but 
because they stayed at home while men 
were at court, on business or at war, they 
played an important role in the administ- 
ration and organisation of their house- 
holds. Moreover, fantasy medieval 
worlds usually differ from the real in one 
crucial aspect—they are without Christi- 
anity. Remove St Paul from the picture 
and post-Roman Empire society could 
have been very different; the women of 
the pagan Scandinavians, Celts and the 
Romans themselves were more emanci- 
pated than women were to be for along 
time after. 


Cathy Wright, Glasgow: What's all the 
fuss about female stereotyping in fan- 
tasy? It’s true that the illustrations can be 
over-developed to the point of incredul- 
ity, but as for RPGs, have you ever 
played with a female player? They terrify 
me! The stresses and strains of ladylike 
living can be released in role-playing 
games, producing psychopathic elves 
and bloodthirsty nuns who make Thrud 
the Barbarian \ook like Frodo Baggins. 
Not that they’re dumb or unsubtle; 
women, | find, are more inclined to look 
before they leap, and let chivalrous 
types stroll into traps ahead of them. So 
they‘re always ‘deceitful whores’ or 
‘helpless innocents’, are they? Then you 
must have a sexist GM. You don't have 
to conform to such idiotic stereotypes 
any more than aman who has to behave 
like a witless barbarian. Try getting more 
women among your players, a move 
which most male rolegamers would 
heartily applaud. 


Jon Almond, Chelmsford: Judging by 
his letter in WD73, Simon Evans has 
obviously been reading different fantasy 
to everyone else. His claim that ‘stereo- 
typical subservient females are as much 
a part of fantasy as magic and hobbit- 
bashing’ must be based on the mass of 
pulp fantasy novels, and not the quality 
work produced by prominent authors 
like Jack Vance and Tolkien. 

It is widely agreed that these writers 
were masters of fantasy. Search their 
books for examples of stereotyped sub- 
servient females and you'll be in for a 
difficult job. The pointis that most major 
fantasy works donot have weak/panicky 
female stereotypes; in fact, on many 
occasions the strength of mind of a 
female character is vital to the plot. 


Matthew Carrington, High Wycombe: 
Am | the only person who reads this 
tome of dubious morality who dislikes 
Superhero rolegames? If so, can you 
suggest a painless method of suicide? 

As far as|can see, this genre of games 
totally contradicts everything | believe 
constitutes a good role-playing game. 
The most important aspect of a good 
game is the element of fear and sus- 
pense. The very name destroys this — it - 
conjures up images of Batman, and such 
intelligent dialogue as ‘Oof' and ‘Pow!’ 
The character, by definition, is better 
than any of his contemporaries, so even 
if he can be killed (an unlikely occurrence 
in my experience) it is overlooked by the 
player, so holds no fear. Because of high 
attributes, no skill is needed — why use 
guile and cunning when brute force is 
quicker, and often more effective? 

How many Superheroes can claim to 
be despots of whole continents, or even 
have the chance to become such? There 
is very little chance of advancement 
commensurate with the risks taken, 
partly because the structure of the game 
is not geared to take account of player 
skill and power politics play, and partly 
because there are no risks to be taken. 

To conclude: there are no risks, and 
even if there were they could not be 
taken seriously, and the characters are 
too powerful for player skill and guile to 
take any place in the game. 


Need | direct you to How to Save the Uni- 
verse in this issue? — Dynamic Ed. 


Bryn Pears, East Doncaster, Australia: 
Why do you persist in wasting three 
whole pages of valuable space on such 
pathetic cartoon strips? Way back in 
1978 (WD8 to be exact) Ka/gar was drop- 
ped on the contention that WD was ‘not 
really the place for a cartoon strip’. Now 
you have three! And really, Kalgar out- 
classed all three current offerings. 
Wouldn't it be better to remove at least 
one of the strips (preferably The Travel- 
lers or Thrud) and increase the size of 
the letters page? 


We do try and be flexible as far as the 
cartoon strips go, even to the extent of 
replacing them with adverts... . 


Tony Allen, Oriflamme Publishing: Could 
it be that your reviewer (Dave Langford, 
WD72) did not read Sceptre Mortal? | 
ask this since all his comments are 
drawn from the blurb, the chapter head- 
ings, and one or two key words easily 
obtained from a quick flick through. 

Could it also be that he just doesn’tlike 
‘High Fantasy’? Maybe some of us like 
J RR Tolkien not because he has a ‘vein 
of homeliness’, but because he writes 
high fantasy. Maybe some of us don't 
read fantasy books because we want 
page after page of wry humour and 
clever witticisms. Possibly we even like 
fantasy for what it is. We might even 
resent Langford’s arrogant dismissal of 
the sort of writing that some of us actu- 
an like. 

0 go sneer at Dungeons & Dragons, 
Langford — that also fits all your pre- 
judices. Oh, and White Dwarf-—geta 
reviewer who reads books properly. 


No thanks, we already have one — Ed. 


An illuminatingly different Call of Cthulhu scenario, by Andy Bradbury 


KEEPER’S INTRODUCTION 
This scenario is deliberately designed as 
a‘time out’ adventure; in fact it could be 
described as school of red herrings look- 
ing for someone to hoodwink. However, 
for those keepers who feel that genuine 
danger is indispensible for a really 
interesting adventure, the alternative 
plotlines provided can be used to beef 
up the action. No statistics for NPCs are 
provided since it is doubtful that they 
will be needed. ... 

It will be advantageous if the inves- 
pe wo have at least some knowledge 
of “conspiracy theory’ groups such as 
the Freemasons and the Ancient IIlumi- 
nated Seers of Bavaria (see WD73). It will 
also help if you can (subtly) induce at 
least one of your players to (re-)read 
Lovecraft’s story The Case of Charles 
Dexter Ward before sending the group 
off on this excursion. Assuming that you 


are, yourself, at least passingly familiar 
with this tale, the reason for this last 
instruction will become increasingly 
clear. (If you haven't read it— shame on 
you!) 


PART 1: MURDER IN WHITECHAPEL 
For reasons which will become clear ina 
mo-ment, the investigators should have 
a positive relationship with a member of 
the London Metropolitan CID (preferably 
an Inspector or more senior officer). This 
would best be achieved in a previous 
adventure so the lead into this scenario 
appears as genuine as possible. It is 
through this officer that the inves- 
tigators will learn of a murder in Lon- 
don’s East End. To the officer the murder 
means very little; it is in the details 
which he lets drop that the investigators 
should spot a suggestion of Cthulhoid 
influences at work. 
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The murder, as described (at sec- 
ond hand) by Inspector X runs as 
follows: 


‘Two nights ago (April 16th-17th, 192-), 
at about twelve forty-five, Police Consta- 
ble Arthur Gribben (PC 56H —the H 
stands for Whitechapel Division) was 
patrolling his normal beat in the area of 
Commercial Street when he heard a 
shout from an alleyway followed by 
sounds of a scuffle. Being a bit raw, and 
possibly rather over-impressed by the 
associations of this area (ie the Ripper 
Murders of 1888) Gribben took the pre- 
caution of giving a blast on his police 
whistle before venturing into the alley- 
way. 

‘On reaching the scene of the crime 
Gribben says he heard footsteps reced- 
ing into the distance; whether of one 
person or several he couldn't tell. Grib- 
ben was about to give chase, no other 
constable having arrived as yet, when he 
spotted a body huddled against one wall 
of the alley. 

‘The body proved to be that of an 
elderly man, between 65 and 75 years 
old according to the coroner, evidently 
well down on his luck. Death, despite 
two or three quite brutal blows to the old 
man’s head, was not instantaneous. Not 
that that helps us very much. According 
to Gribben’s report the man was only 
able to breath one short phrase, and that 
in some foreign language, before he 
finally gave up the ghost. 

‘I've a copy of the words in my 
notebook, but we've yet to find a lan- 
guage expert who can make any sense 
of them.’ 


Keepers should note that the exact loca- 
tion of the scene of the murder is, in fact, 
entirely irrelevant. For a little added 
realism you might like to use the area of 
Spitalfields (London) bounded by Com- 
mercial Street, Hanbury Street, Fashion 
Street and Brick Lane. 

If questioned further the Inspector will 
reveal the following information: 

1, Acopy of the victim's last words, as 
recorded by PC Gribben: 

‘Odd frog if gebel — he yogs froth in 
garning...’ 

2. A list of the contents of the dead 
man’s pockets: 

Twelve five-pound notes, a sovereign 
plus 15/- in small change, a small glass 
bottle containing a quantity of greyish 
crystals (so far unidentified), a section of 
a page from a recent copy of The Times 
showing arrival/departure dates for 


transatlantic liners. 

3. Acopy of the maker’s label from the 
dead man’s jacket: F Benks & Son, 
Arkham, Mass. 


Keeper's Notes 

With regard to the first item, the words 
are an extremely poor rendition of a part 
of the formula: ‘Ogthrod ai’f geb’l— Yog- 
Sothoth ‘ngah‘ng ai’y Zhro!' (featured in 
The Case of Charles Dexter Ward). \f the 
investigators have been properly 
primed then they too should make this 
connection. If they don’t then the keeper 
may give them whatever help is neces- 
sary, through a non-player character, to 
make sure that they understand the sig- 
nificance and the original source of this 
phrase. 

The Inspector also has a few observa- 
tions on this evidence: 

1. He is somewhat confused by the 
amount of money the dead man was car- 
rying (the equivalent of about three 
months’ wages for a clerk or school 
teacher), which doesn’t go with the 
shabby clothes and down-at-heel shoes. 

2. The motive for the attack is totally 
unclear. The Inspector’s personal opin- 
ion is that the assailant(s) were after the 
money but were frightened off by the 
sound of PC Gribben’s whistle before 
they could find it. 

3. The bottle of grey crystals is another 
mystery from the Inspector’s point of 
view. The substance has been submitted 
to all the normal tests by the forensic sci- 
entists at New Scotland Yard — with 
absolutely no results whatsoever. (It is 
hoped that the investigators will eventu- 
ally associate the grey crystals with the 
‘essential salts’ used by re-animators, a 
line of thought which the keeper should 
quietly encourage.) 

4. Finally, the officers of the CID are 
working on the assumption that the 


dead man was an American (becauseOf 


the label in the jacket). They have written 
to the Arkham police enclosing a photo- 
raph of the dead manand are waiting 
orareply. Inthe meantime they have no 
clues whatever to the man’s identity, his 
address in London (if any) or what he 
was doing before he was killed. 

If asked, the inspector will arrange to 
pope the inves A with a ee 
photograph. 'a photograph wou 
have been taken after the body was 
cleaned up and with the eyes open. If not 
inspected too closely, it will pass for a 
photograph taken whilst the man was 
alive. a 


This is the limit of the Inspector's useful- 
ness to the investigators. No amount of — 
Journey will involve One important event 
during which the baggage of one or 


further questioning:of the Inspector will 
produce any worthwhile information. — 
There is one clue, however, still to be 
found. If any investi r makes a suc- 
cessful Idea roll whilst reading the 
account of the murder, or visiting 
the scene of the murder then they will 
recall the infamous ‘writing on the wall’ 
incident during the investigation of the 
Jack the Ripper murders. The idea can 
be presented in the following manner: 


‘As you come to the part of the r Re 


about Gribben’s memories of the Ripper 
case/as you stare at the fading stain that — 


marks the spot where the yd man’s life 
blood drained away, you are reminded 


THE HEART OF THE DARK 


of those terrible murders that occurred in 
1888, and how baffled the police were 
because of the apparent lack of clues. 

‘All they had was a letter, possibly 
written by a crank, and the mysterious 
message written in chalk 


The Juwes are 
The men That 
Will not 
be Blamed 
for nothing 


‘Why was it, you wonder, that Sir 
Charles Warren was so eager to have 
that ese. removed? Did the word 
‘Juwes’ really indicate that the Freema- 
sons were somehow involved in the 
murders? Or was it just a spelling error, 
as the bad grammar in the rest of the 
message seems to suggest? And is there 
anything in the present case that the 
police are trying to hide for some reason 
of their own?’ 


As indicated above, the ideas of hidden 
information and a conspiracy of some 
kind are key elements in the plot. At this 
point in the adventure, however, it is 
only necessary to sow the seeds of sus- 
picion in the investigators’ minds. 

Since the trail in London has now 
come to a dead-end, the investigators 
will presumably follow the lead that 
points to Arkham. If they choose to wait 
for the reply expected from Arkham 
police then they should be told that it 
offers no useful information, but the 
keeper may offer the broad hint that the 
answer came back too quickly for the 
American police to have made any 
detailed*enquiries. 


PART 2: THE EYE OF THE PYRAMID 
Since transatlantic flights are still a thing 


of the future (unless one of the inves- 


tigators is Charles pita Abe the party 
will need to travel first to New York by 
ocean liner. (Note: the keeper may 
extend the adventure by ‘using the 
episode entitled The Mauretania in 
Chaosium’s The Asylum & Other Tales. 
Having reached New York the inves- 
tigators will have to decide whether to 
travel by rail or whether to buy an 
automobile (companies like Hertz and 
Avis, etc, are also things of the future). 
Both methods of travel are relatively 
slow, but whilst the train journey will 
only take one day to complete (including 
a change of trains at Boston), the same 
journey by,road will take nearer.three 
days (including overnight stops). 
‘Regardless of which means Of trans- 
po: Oe Weestigatoradneee the sea 


more of the investigators will be rifled. 
The keeper may present this in any way 
he chooses—as asearch or as attempted 
theft. The true purpose of the eventis to 
give the investigators the idea that they 
are being followed from England by 
some person, or persons, unknown. The 
only limitation on the keeper's actions is 
the requirement that the photograph of 
the oldman must be left untouched. This 
is easily achieved if only some of the 
baggage is tampered with — so the 
keeper will need to keep a temporary 
note of which player has the photograph 
in their possession. 
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By introducing this incident into the 
Mauretania scenario you will, of course, 
heap confusion upon confusion, espe- 
cially since that story also includes refer- 
ences to Jack the Ripper. This raises no 
problems so far as the Heart of the Dark 
storyline is concerned since confusion is 
very much ‘the name of the game’. At 
the same time the keeper should be 
careful notto let things get too far out of 
hand, and the investigators may be 
grateful for a quick reminder of ‘the story 
so far’ (ie up until the time when they left 
London) when they dock in New York. 

On reaching Arkham the investigators 
will have three obvious ports of call: the 
establishment of F Benks & Son, the 

olice station, and the library of the Mis- 
atonic University. 


1. F Benks & Son 

This is an up-market ‘men’s haber- 
dashery’ store on Parsonage Street 
(CoC p77). The investigators will get no 
help from any of the assistants, who will 
refer them to Mr Benks. The amount of 
information they get from Mr Benks will 
depend on one of two things: if at least 
one of the investigators has a genuine 
upper class accent (or better yet, atitle— 
Benks is a terrible snob!), or if any of the 
investigators can make a successful 
Debate roll then Benks will give the 
details below. If the investigators cannot 
meet either of these requirements then 
Benks will say that he has already spo- 
ken to the police and show them the 
door. 

In actual fact Mr Benks has very little 
to say that will be of any use in this 
enquiry. His father (the F Benks part of F 
Benks & Son) has died some three years 
previously, and Mr Benks jnr has always 
worked in the office rather than on the 
shop floor. Not surprisingly, then, he 
doesn't recognise the man in the photo- 
graph, and since the jacket itself is still in 
England even if he is given an accurate 
description he will only be able to say 
that it sounds like a made-to-measure 
item in a type of cloth no longer used, 
since the company that supplied it went 
out of business more than five years 
ago. 


2. The Police. 

The local police will be courteous, and 
totally useless. As far as they are con- 
cerned the murder sounds like nothing 
more than ‘a heist that turned sour when 
the constable showed up’. It is quite 
clear that the police chief has done little 
but compare the photograph with his 
missing persons’ files and ‘mug shots’ — 
and has no intention of taking the matter 
further unless he has something much 
more positive to go on. 


3. The Miskatonic University Library 
This source will provide the only 
genuine lead for the investigators, and 
even this will depend on the action they 
take. If any of the younger librarians are 
questioned they will have no informa- 
tion and will not recognise the man in 
the photograph. There is one elderly lib- 
rarian (who should deliberately intro- 
duce himself to the investigators, if 
necessary) who will vaguely remember 
feds inate with someone who 
could have been a younger version of 
the dead man. The gist of his informa- 


tion will be follows: 

‘| do believe that this man, or someone 
very like him, used to come into the lib- 
rary quite often over a period of about 
six months. It’s rather pris Hf though, 
because the person I'm thinking of was 
quite a bit younger than this fellow—bet- 
ween 30 to 35| would guess, though I’m 
only going back about ten years. Also 
the man | knew, though to be strictly 
accurate | didn’t know him at all, of 
course, except by sight, was much more 
smartly dressed than this fellow would 
seem to be. 

‘If my memory serves correctly the 
man | knew was only interested in two 
books held by the library — De Vermiis 
Mysteriis, that's in Latin you know, and 
von Junzt’s Unaussprechlichen Kulten, 
which is the original German version of 
course. | must also assume that he was 
quite well educated for | never saw 
him refer to any of the foreign language 
dictionaries. 

‘Now that | think about it | do seem to 
remember that my initial impression of 
the man was that he must be a new 
member of the faculty, especially as he 
always seemed to be carrying several 
books of his own whenever | saw him 
actually going in or out of the library. But 
he wasn't, because in this job one 
always gets to know the real faculty 
members within a very short time of 
their arrival, of course. | suppose he 
must have been a Curwen Streeter.’ 


Assuming the characters ask what a 
‘Curwen. Streeter’, he will continue: 


‘How very thoughtless ofme, you're not 
familiar with our little whims and fan- 
cies, of course. Here at the library, we're 
always being asked for all kinds of 
books, by students, the members of the: 
faculty and by members of the public — 
who are free to use the non-restricted 
sections of the library during normal 
opening times. With such a large selec- 
tion of people to cater for it is inevitable 
that we get requests for books that we 
simply do not have, either because thi 
are not relevant to the subjects.co! 

at the university, or because they are not 
regarded as being authoritative texts in 
a given area. 

‘Whenever we get such enquiries we 
usually refer that person to Curwen 
Street, which has a whole host of sec- 
ond-hand and antiquariah bookshops. 


Thus we've acquired the habit, almost a 


tradition, you might say, of calling any 
non-university visitor who brings his or 
her own books into the library a Curwen 
Streeter.’ 


Curwen Street, asthe librarian 
explained, is indeed well supplied with 
bookshops of various sizes and quality — 
about a dozen in all. The keeper may 
make the process of visiting the shops as 
long or short as he likes, but sooner or 
later the investigators will discover the 
Pyramid Bookshop, on the corner of an 
alleyway between Brown Street and 
Jenkin Street. 


THE PYRAMID BOOKSHOP AND THE 
BROTHERHOOD OF THE KNOT 

From the outside the Pyramid Bookshop 
looks almost deserted. The external 
paint-work, of a muddy green colour, is 


THE HEART OF THE DARK 


peeling away in chunks. The windows, 
though neither cracked nor broken, are 
covered by a thick layer of grime on both 
sides of the glass. Butthen the owners of 
the bookshop really aren't interested in 
attracting customers! 

The Pyramid Bookshopis, in truth, the 
Arkham ‘front’ for an extremely danger- 
ous secret society which bears the enig- 
matictitle: The Brotherhood of the Knot. 
This society is ruled by the totally 
anonymous, and totally feared ‘Five 
Brothers’. The primary purpose of the 
bookshop is to serve as a ‘postbox’ for 
members of the Order. Members of the 
rank and file swap news and informa- 
tion, and orders are handed out and 
reports gathered in by the ‘Brothers’. 

The only person who will always be 
present inthe bookshop is a wizened old 
man employed to give the shop an air of 
authenticity. He is, in fact, very close to 
being insane, and certainly his loyalty to 
the Brotherhood is totally fanatical (de- 
spite the fact that he has never been 
allowed to officially join the cult). 

When the investigators enter the shop 
there is a5% chance that one, or at most 
two, members of the cult are present: 
they will make a suspiciously hasty exit 
when they see the investigators do not 
belong to the cult. 

The investigators should be encour- 
aged to enter the Pyramid Bookshop ina 
group if it is at all possible. This should 
not present any difficulties as long as the 
keeper has emphasised the fact that they 
only have the one photograph. Should 
anyone have the idea of obtaining dupli- 
cates (a process requiring several hours 
work by someone experienced in photo- 
graphic work and having all the neces- 
sary materials in their possession), the 
keeperis justified in concealing the exis- 
tence of this establishment until the 
investigators have visited a// of the other 
bookshops and meet up again to discuss 
the results of their enquiries. If neces- 
sary the Pyramid Bookshop may be 
savas to a different location to make 
this fs 

When the investigators enter the 
bookshop, regardless of whether any- 
one else is present, the elderly assistant 
— seated on a high stool behind the 
counter — will bury his nose in a dog- 
eared copy of a Rand MacNally & Co 
atlas. He will make no attempt to com- 
municate with the investigators in any 
way unless they open the conversation 
first. The shop itself appearsto consist of 
nothing but row upon row of sagging 

[) plus numerous odd stacks of 
books piled to head height and more. 
There is a layer of dust over most of the 
stock which is, in any case, almost 
entirely made up of a jumble of titles that 
look as though they have thrown onto 
the shelves in the same order that they 
came through the door. 

If the investigators decide to take a 
look around the shop before question- 
ing the assistantthey can take as long as 
they like but will find nothing of interest 
as far as the books are concerned. How- 
ever, anyone making a successful Spot 
Hidden roll will notice that the floor bet- 
ween the:door and the counter is com- 
paratively dust free, though it doesn’t 
appear to have been properly swept. An 
additional successful Idea roll will bring 
the observation that people must come 
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into the shop quite regularly yet never 
bother to look around the bookshelves! 

When approached by the investigators 
the old man will place the atlas on the 
counter — face down — before speaking 
to them. A Spot Hidden roll, with half 
normal chance of success, will reveal 
that the old man was studying a map of 
Central Europe. No matter how the 
investigators approach the ‘assistant’ he 
will.pretend to be deaf, or stupid, or 
both. If shown the photograph, how- 
ever, he will assume a startled expres- 
sion (obviously he does recognise the 
dead man) but then recover himself and 
mumble something about consulting 
his records to refresh his memory. 

Once a pathway has been cleared the 
old man will go the desk and rummage 
through the papers, shaking his head 
from time to time. This process is quite 
long enough for any of the investigators 
to go back to the counter and examine 
the atlas. (If no one thinks of doing this 
the keeper could have the atlas fall to the 
floor. If allowed to open ‘by itself’ it will 
always open at the map of Roumania 
and Bulgaria.) 

By consulting the atlas the inves- 
tigators will find that it is open at the 
map of Roumania and Bulgaria. The 
map is unmarked except for a black ring 
around the town of Szasz Udvarhely on 
the western flank of the Carpathian 
Mountains. If you have a copy of The 
Fungi from Yuggoth, the map in ques- 
tion is on page 21. Szasz Udvarhely 
(given as Sz Udvarhely) is just below the 
‘/’in Transylvania: On modern maps the 
name has been changed to Sighsoara 
and the town is situated on the main rail- 
way line- between Budapest and 
Bucharest. 


PART 3: DINNER WITH THE COUNT 
Once the party has assembled in Szasz 
Udvarhely they will be ready to move on 
to the next part of the adventure. 

The next destination for the inves- 
tigators is to be the Castle Vasilio, home 
of Count Vasilio, an extremely wealthy 
but rather eccentric product of centuries 
of inbreeding amongst the Transylva- 
nian nobility. 

The existence of Castle Vasilio, which 
stands above the little village of Kokel- 
berg at the head of the river Kokel, about 
35 miles north-east of Szasz Udvarhely 
(by road), will be brought.to the inves- 
tigators’ notice by means of a news- 
paper report: 


‘The Commandant of the Szasz 
Udvarhely police has today admitted 

The old man will go right to the back 
of the shop and clear a path between 
several large stacks of books to reveal an 
alcove lined with bookshelves and appa- 
rently containing nothing but an open 
rolltop desk littered with papers and a 
rather dim light or lamp just out of sight. 

The keeper should now appear to 
make a Spot Hidden roll on behalf of the 
pinay ips Regardless of the out- 
come the keeper reveals that the inves- 
tigators have noticed that all the books 
seem to come from the same publisher 
— indicated by the symbol of an eye on 
top of a pyramid on the spine of each 
book (the light is too dim for anyone to 
be able to read any of the titles of these 
books). 


that the recent attack upon a member of 
the Kokelberg town council was, in fact, 
only the latest in a series of similar 
attacks in that region which have occur- 
red over a period of nearly 18 months. 

‘Moreover, ithas come to the notice of 
this newspaper that the attacks in ques- 
tion are of as particularly loathsome 
nature involving mutilations to the vic- 
tims’ bodies of a kind too horrible to be 
described in print. Suffice it to say that 
several persons who have seen the 
bodies have openly made reference to 
the practices of the infamous Count Viad 
‘the Impaler’ who terrorised the inhabit- 
ants of Carpathia in days of yore.’ 


This report is the talk of the town on the 
day that it is published. If the inves- 
tigators cannot obtain an explanation of 
the business on their own account then 
it may be read out to the party by the 
landlord of the inn or hotel where the 
group is staying with comments on the 
odd practices of ‘backward peasants’, 
and the laxness of the police for allowing 
such things to happen ‘in a civilised 
country’. [If any of the investigators 
already understands Roumanian then 
they may read the report for themselves. 
In this case they will already know that 
‘Vlad the Impaler’, allegedly the pro- 
totype for Bram Stoker’s Count Dracula, 
was in the habit of drinking his victims’ 
rm in the hope of gaining immortal- 
ity. 

The investigators’ next step, then, will 
be to make their way to Kokelae in 
order to find out what lies behind the 
series of brutal attacks. Since the roads 
in this part of the country are little more 
than cart tracks they have three options: 
to go on horseback, to hire a coach or 
cart, or to obtain a car (the Jandlord of 
the hotel should be able'to suggest 
where they can obtain their means of 
transport in all three cases). The keeper 
should allow the investigators to have a 
safe journey to Kokelberg no matter 
what form of transport they choose. 

On reaching Kokelberg the inves- 
tigators will find themselves in a fairly 
typical small, middle-European village. 
It consists of some fifteen to twenty 
buildings (the haphazard architecture 
makes it difficultto tell where one build- 
ing ends and the next one starts), includ- 
ing a few shops (baker, butcher, grocer, 
etc), the policeman’s house and two 
inns. The villagers are a surly bunch who 
will avoid the outsiders if they can. If the 
investigators do manage to corner any- 
one to question them (the landlord/serv- 
ing girl in one of the inns, for example) 
that person will give totally useless 
answers, pretending not to understand 
what the questioner is getting at. This 
will still apply even if some members of 
speak Roumanian like a native, onif the 
group has been smart enough to hire a 
guide/interpreter in Szasz Udvarhely. 

The investigators may choose to con- 
sult the local policeman straight away. 
Even if they don't he will find them about 
an hour after they reach the village, and 
the results will be the same in both 
cases. The policeman, like most of the 
middle-European politzei of this period, 
is thoroughly corruptible and disliked by 
the rest of the community. In return fora 
suitable bribe he will give the party a full 
description of the various murders, 
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including the important information that 
each victim has deep wounds about the 
neck and shoulders, and had been 
drained of all blood. He can offer no sen- 
sible explanation for these crimes since 
he secretly shares the villagers’ belief 
that the spirit of Vlad the Impaler has 
risen from the grave. 

If the investigators don’t offer a bribe, 
or if they offer too little, then the police- 
man may take offence and lock them up 
in the single, rat-infested cell behind his 
house until either they offer more 
money or, after a suitable period of time 
has elapsed, Count Vasilio’s servant 
arrives and arranges for their release. 

Beinga small village it won’ttake long 
for the news of the outsiders to spread 
throughout the entire community. 
Count Vasilio, however, will not learn of 
their arrival until the evening, when two 
or three of his servants come down to 
the village for a drink at one of the inns. 
In this case the Count will.not be able to 
have the investigators brought to the 
castle before 9-10 o'clock at night. (This 
will only apply, of course, if the inves- 
tigators don’t make their way to the cas- 
tle—aboutthree miles east of the village 
— under their own steam.) Regardless of 
how the investigators arrive at the castle 
the Count will not be available until sun- 
set, though his butler may well invitethe 
party to wait in the main hall until that 
time if they visit the castle during the 


day. 


COUNT VASILIO 

Count Vasilio has the dubious distinc- 
tion ale both a red herring anda 
crucial NPC in this scenario. (He alone 
has the information which will take the 
investigators on to the last stage of the 
adventure.) 

Amongst the Count’s eccentricities is 
a hatred of mirrors, actually due to the 
fact that when he was a child his gover- 
ness always made him face a mirror 
when she was beating him so that he 
could see the blows coming! Healso has 
two physical characteristics which are, 
under the circumstances, highly mis- 
leading. 

In the first place he suffers from an 
unusual form ofalbinism (ie he is part 
albino) whereby his hair is a normal col- 
our (in this case black) but his skin is very 
pale and his eyes are tinged with red. 
This redness iscaused by the lack of col- 
oured pupils, so that the blood vessels at 
the back of the eyes are partly visible and 
he is extremely sensitive to bright light. 
Rather than simply wear dark glasses, 
however, the Count has chosen to take 
up alife-style which involves going to 
bed at dawn and waking up as the sun 
sets. 

The second odd characteristic is the 
Count's slightly enlarged canine teeth. 
They are really only noticeable when the 
Count grins, which he does quite a lot 
being a fairly happy sort of chap, and 
anyone making a successful Diagnose 
Disease roll will be able to tell that they 
aren’t abnormally developed. (To diag- 
nose the albinism, a player needs to 
make their Diagnose Disease with only 
half the normal chance of success.) 

As you will already have realised by 
now, poor Count Vasilio is being set up 
as a vampire. And just to make the pic- 
ture a little more confusing we must 
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mention the Count’s two main hobbies 
— chemistry and local folklore/secret 
societies. 

In regard to the chemistry, the Count 
is presently working on an experiment 
involving the extraction of radium from 
pitchblende. This work is carried out in 
the Count's private laboratory in the cel- 
lars of the castle — where he frequently 
sleeps if he has been working all night. 
When the investigators first meet Vas- 
ilio, then, he will emerge from the cellar 
holding a glass bottle containing a quan- 
tity of impure radium — greyish particles! 
Whether the investigators ever discover 
whatis really in the bottle will depend on 
their own actions. For the time being the 
keeper should only give a superficial 
description of the bottle and its contents 
—justenough to remind them of the bot- 
tle carried by the murdered man back in 
London. 

Because of his opthalmic condition 
Caunt Vasilio seldom leaves the castle, 
only occasionally making short busi- 
ness/social visits which allow him to 
return to the castle before daybreak. 
This, plus his natural curiosity, is the 
reason why the Count has had the inves- 
tigators brought to the castle (or why he 
gives them a warm welcome if they 
arrive of their own accord). Once the 
party isin the castle the Count will do 
everything necessary to make them 
comfortable and will invite them to 
make the castle their home for as long as 
they are in the area. 

Of course the investigators may have 
a different interpretation of the Count’s 
innocent actions, especially when they 
visit his library and find that he, too, has 
a number of books bearing the mark of 
the pyramid and the eye. 

Another character who will add to the 
confusion at this pointis the Count’s . 
butler. This man, who is about six feet 
four in his socks, has all the earmarks of 
a walking corpse. Nor is his eerie 
appearance helped in any way by the 
fact that the only sound he makes is the 
slight rustle of his antiquated black suit. 

The butler’s name is Maximilian 
Rosolov. During the Russian Revolution 
he was butler to a noble Russian family 
(distant relations of Count Vasilio) who 
backed the wrong side — ie the White 
Russians — and who were hacked to 
death by a peasant mob. Rosolov, who 
tried to defend the family, was sen- 
tenced to have his tongue cut out, after 
which he was imprisoned for many 
months during which time he nearly 
starved to death. Eventually he was 
freed, but was exiled from the Mother- 
land for life. Fortunately for him he ran 
into another member of the family and 
was directed to Count Vasilio with a let- 
ter of recommendation {including an 
account of his loyalty). Since arriving in 
Roumania, then, he has worked for the 
Count, to whom he is equally loyal. 

Of course none of the investigators 
will have access to this information 
unless given it by the Count himself and 
the keeper should take care to make both 
the Count and his unfortunate servant 
appear as sinister. as possible in the first 
instance. 

With this information in mind let us 
return to the scenario. 

Once the players have been intro- 
duced to the Count they will be invited to 


join him for a meal (even if they arrive 
quite late at night—and they are unlikely 
to arrive before late afternoon even if the 
journey is fairly uneventful). 

Despite providing the group with a 
well-cooked and almost lavish meal, the 
Count will take no food himself — he will 
simply sit at the end of the table and chat 
whilst they eat. Once the meal isover he 
will excuse himself, saying only that he 
has business to attend to. At this point 
the investigators will be free to explore 
their surroundings, though the butler 
has his own ideas about the wisdom of 
allowing them too much of a free hand. 

Any normal band of investigators will 
want to make the Count's library one of 
their first ports of call. At this point they 
will spot the ‘pyramid and eye’ books, 
but as soon as they move to inspect 
them more closely the butler will re- 
appear and try to stop them. (Because of 
his background he suspects all strangers 
of being Communist spies out to harm 
the Count.) This will leave the inves- 
tigators with two choices: (a) try to fight 
it out with the butler, or (b) try to pacify 
him. 

If they elect to fight, then the butler will 
fight like a man possessed, the Count 
will re-appear with more of his servants, 
the investigators will be overpowered 
and some may even be killed. For those 
thatsurvive this will be the end of the 
scenario as the Count will hand them 
over to the village policeman (who will 
naturally steal anything they possess 
worth stealing). After a couple of days 
they will be taken down to Szasz 
Udvarhely, tried, and unless someone in 
the group can figure out how to geta © 
message through to the embassy in 
Bukarest they will enjoy along and 
unpleasant holiday in the local prison. 

A more canny group of investigators 
should have realised by nowthat ~ 
nothing can be taken at face value. If 
they try to reason with Rosolov — who 
won't actually attack anyone unless,he 
thinks they are about to attack hinv(or 
the Count) — then the Count will still 
reappear, but this time he will be on his 
own and he will order Rosolov back to 
his own quarters. He will then ask the 
investigators what happened and this 
will open the way for a serious discus- 
sion of all that has gone before. 


A LIGHT IN THE DARKNESS 

Thus far the players will have been 
operating almost entirely in the dark. As 
a reward for getting this far they cer- 
tainly deserve to be given some idea of 
where all these clues are leading. In the 
course of their discussion with Count 
Vasilio the investigators will learn the 
following facts: 

When the Count was a young man, 
mainly because of an undocumented 
belief that his family has distant connec- 
tions with the infamous Vlad the 
Impaler, he became interested in all 
aspects of local folklore. Since his condi- 
tion made it almost impossible for him 
to roam around the countryside collect- 
ing stories at first hand, most of his infor- 
mation has been gathered from old 
books and documents. 

Being a rather wealthy young man (his 
parents died prematurely in aiewatin 
accident at Monte Carlo) Vasilio soon 
gained a reputation with dealers in this 
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kind of material throughout the region 
as being a customer worth cultivating. 
Indeed, one dealer, finding himself short 
of money and short of the kind of material 
that the Count usually purchased, took a 
chance and delivered to the castlea 
piece of a letter allegedly written by 
Adam Weishaupt to a fellow member of 
the Ancient Illuminated Seers of 
Bavaria. As to whether the document is 
genuine the Count has no way of telling, 
butiteaught his imagination and before 
long hea t abandoned his folklore 
studies in favour of an investigation into 
secret societies in general, and the 
Illuminati in particular. 

Despite his physicaldimitations the 
Count has become ‘something of an 
expert on this subject and has a number 
of rare and arcane documents in his lib- 
rary including, of course, the books © 
bearing the symbol of t a scnatin and 
the eye. These books are alleged to be 
part of a limited edition of the 
llluminati’s:basic set of texts containing 
all kinds:6f weird and often incom- 
prehensible material relating to such 
topics as the wisdom of the priests of 
ancient Egypt, the Thibetan Book of the 


re a ibe of ns, the 
nights emplar , etc, etc. 
In this discussion the ke will, of 
course, be taking the part o rounewas: 
ilio. ilio. Given the 


complexity o ‘scenario 
so far, and the fact that there is still a final 


climax to be dealt with the us 
tified in making the « recta: ju 


as possible by simply 

ppc / os : 
ever, one fu i ‘piece knowledge 
which must be passed on to the inves- 


tigators. 


Throughout the course of his investi- 


gations one of the Count’s primary 


interests has been the relevance of sec- — 


ret societies of the past to modern « — 
events. This has lead him to oa 
deal of ‘reading between the li 
especially in documents fromthe fairly 
recent past. It is his belief that there is a 
power struggle going on,between sev- 
eral groups scattered across America 
and Europe (inclyaiaprrossia), all of 
whom regard themselves as the only 
HH successors to Adam 

ishaupt's organisation. 

Vasilio further believes that one group 
in particular, which he knows as the 
Brotherhood of the Knot, is slowly gain- 
ing ascendancy over their rivals, mainly 
because of their absolute dedication to 
the methods of the legendary Assassins, 
namely if it gets in your way, kill it! He 
further believes that the Brotherhood 
has the largest network of agents, 
stretching from America to Transylvania 
and possibly even into Russia, all con- 
trolled by a ruling council known as the 
Five Brothers, who have their headquar- 
ters in Bavaria itself. 

The Count will also explain the signifi- 
cance of the Brotherhood’s symbol—the 
eye and the pyramid. The pyramid is a 
simple reference to the Egyptian mys- 
tery religions in general. By combining 
it with an eye, however, the pyramid 
gainsa very special meaning. According 
to Ludvig Prinn, in book De Vermiis Mys- 
teriis, Nyarlathotep i is known as ‘the all 
seeing eye’ — because his primary 
allegiance isto Azathoth, the ‘blind idiot’ 
ruler of the outer gods. 
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PART 4: THE FIVE BROTHERS 

The investigators should now be ready 
to embark upon the final stage of this 
adventure — a little ‘trip’ to Bavaria. Of 
course they may be alittle reluctant to 
rush straight off to Germany without 
having a more specific location to aim 
for. Either way the party should be 
encouraged to make the city of Munich 
their first port of call, and to travel there 
by train. If the investigators need per- 
suasion on this point then the keeper 
should remind them that Munich is the 
capital city of Bavaria. The keeper may 
also inform the investigators, through 
an item in the local newspapers or by 
means of a NPC (a German tourist, for 
example), that there has been as of 
murders in the Munich area which the 
local police seem unable, or unwilling to 
solve. 

Atsome time during the journey to 
Munich the keeper will need to introduce 
another.NPC, someone who has been in 
a position to ‘overhear the investigators 

conversation for a few minutes. This 

NPC (a fellow passenger, attendant, tic- 
ket collector or whoever) will claim to 
have heard the investigators mention 
Bi ce the pyramid’, and on this 
basis he will pei ed (with a knowing 
wink) if ianey are making for Schloss lie 
castle] Ben esberg. 

Schloss Benesberg i is, of course, the 
‘intended destination, the 
Bavarian headquarters of the Five 
Brothers. It will only be found on local 
maps of the region between Munich and 
Augs (which is about 30 miles west 
of Munich). On a large scale map look for 


‘the mountain lake (the ‘Amer See’) on 


the western branch of the River Isar. The 


Schidss stands in complete isolation 
amidst the woods at the southern end of 


this lake. It can be reached by car, 
though the poor state of the road once it 
enters the mountains, plus the fact that 
itruns alongside the lake—in full view of 
the Schloss — means that the inves- 
tigators will need to travel on foot over 
the last ten miles or so if they are to 
escape detection. 

Since Schloss Benesberg is the 
Brothers’ HQ it is, of course, carefully 

uarded over an area of one square mile 
ie half a mile in all directions). The 

guards are all handpicked members of a 
semi-secret organisation known as the 
Thule Gesellschaft. They all carry either 
a Luger P08 or modified Mauser C/96, 
and are equipped with shoulder stocks, 
which they use with at least 70% accu- 
racy at any range up to 500 yards, drop- 
ping to 45% at 750 yards. 
Gun note: The P08 and C/96 both use 
9mm ammunition from ‘box magazines’ 
— which allow for very quick reloading. 
The PO8 has 8 cartridges per magazine, 
the C/96 has 10. The shoulder stocks are 
detachable (in the case of the C/96 the 
stock is also the holster), but in this 
scenario it should be assumed that all of 
the guards have the stock fitted to the 
pistol butt and can therefore use their 
guns like rifles — for greater accuracy. 

Both types of gun only need to be 
cocked once, after which they will 
automatically re-cock themselves after 
each shot until the magazine is empty. 
The one advantage to the investigators 
is that, whilst the stock is in place, 
neither gun can be held like a normal pis- 


tol—they must be raised so that the stock 
is supported before firing. Thus even a 
frontal attack on a guard stands a slim 
chance of success if the guard can be 
surprised. 

Each guard has his own area to patrol, 
but no guard will ever be more than 300 
yards from at least one of his colleagues. 


Because of the remoteness of the 
Schloss the guards very seldom have to 
deal with intruders, and this has made 
them somewhat careless. Any player 
making a normal Track roll will easily 
work out the movement pattern of a par- 
ticular guard. Even without planning the 
investigators have only a 5% chance of 
being spotted before they realise that 
the guards exist, and they will only 
require a normal Sneak roll to get close 
to the Schloss without being detected. 


CONCLUDING THE ADVENTURE 

And so, at last, the adventure reaches its 
climax, or rather climaxes: | have 
allowed for three possible endings. It is 
up to the keeper to judge which is the 
most appropriate given the physical and 
mental state of the party when they get 
to this point. 

For all three endings the first stage of 
the climax is the same — the entrance to 
the Schloss itself is open and unguarded 
so that they can gain access to the court- 
yard and the front part of the building 
without being detected. 

The occupants/owners of Schloss 
Benesberg are, in fact, the leaders of the 
Thule Gesselschaft — also known as the 
Five Brothers of the Brotherhood of the 
Knot. These men have organised what 
appears to be an occult society, though 
their actual intention is to seize power 
first in Germany and then in America, 
followed by the rest of the world. It is 
indeed this group which has been 
orgainising the murders throughout 
Bavaria — mainly to get rid of potential 
rivals — and the society as a whole 
already includes several politicians, 
high-ranking policemen, etc. These ‘outer 
members’ do not know the Brothers true 
ambitions and believe them to be patrio- 
tic Germans who are carrying out the 
‘executions’ only in order to protect the 
Weimar Republic from a Russian-style 
Communist revolution. 

Ifthe investigators choose to go to the 
police for assistance against the 
Brothers they will certainly be arrested. 
There is also an 80% chance that the 
arresting officers will inform someone 
from the Thule Gesselschaft, in which 
case the investigators will certainly be 
either ‘shot whilst resisting arrest’ or 
released in order that they can be gun- 
ned down by a Thulist execution squad. 


Ending 1 

In this ending the Thule Gesselschaft is 
only a gang of political thugs seeking to 
set up their own fascist government — 
the occult element of the society is 
totally phony. 

However, whilst the investigators are 
only facing a ‘physical’ problem they still 
have to deal with the fact that they are 
totally surrounded by their enemies. 

Once the investigators are inside the 
Schloss they may protect themselves 
from outside interference by raising the 
drawbridge, though this will make 
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enough noise to warn everyone in the 
area (both inside and outside the 
Schloss) that something is up. Even so, 
they will still have to cope with the inter 
nal squad of guards, plus some of the 
brothers. Their wisest course of actionis 
to try to search the Schloss for evidence 
of the Thulists’ true purpose and take it 
to the appropriate authorities in either 
Britain or America. This may not bring 
them any direct reward, but they will.at 
least have ‘friends in high places’ if they 
get into trouble in future adventures. 

If the investigators try to fight their 
way through this ending with guns blaz- 
ing then the keeper may feel free'to bring 
in so many guards thatthe party is even- 
tually wiped out, 


Ending 2 

In the second version of the ending the 
political ambitions of the Brothers are 
really a disguise for their genuinely 
occult a es. In this case the final 
confrontation should be between the 
investigators and the five Thulists with a 
minimum of interference from any 
guards, 

The occult power of the Thulistsis left 
to the keeper to decide. However, the 
Brothers may well be dabbling with the 
occult rather than being fully-fledged 
practitioners of the black arts. 

The-purpose of this option is to allow 
the investigators to use tactics and cun- 
ning rather than sheer brute strength in 
seeking to defeat the Thulists. The 
keeper is urged, therefore, to give the 
party at least a 50-50 chance of overcom- 
ing the Brothers without having'to resort 
to gunplay. 


Ending 3 

In the third ending the investigators 
actually get to meet Nyarlathotep in per- 
son —ata price! 

Once again the party should be 
allowed to meet the Brothers with a 
minimum of interference from the 
guards, and when they are discovered 
the Brothers must all be in the same 
room. In this instance the investigators 
should be given a description of the five 
men as soon as they enter the appro- 
priate room in the Schloss, though the 
keeper should be careful to mention the 
fact that one of the men has a slightly 
Arabian appearance without placing 
undue emphasis on this fact. 

This Arab is, of course, Nyarlathotep 
himself in human form (CoC Chapter V). 
To ensure their success the inves- 
tigators will need to recognise Nyar- 
lathotep as quickly as possible and, pref- 
erably, shoot him down on the spot. This 
will cause the metamorphosis described 
inthe rulebook, and the resulting loss of 
SAN (ie 1d100, or 1d10 if a successful 
SAN roll is made). 

Whilst this might not sound like much 
of a success it will have the effect of 
sending all four of the human Brothers 
totally and irreversibly insane, thus 
bringing the activities of the Thule Ges- 
selschaft to a complete halt for the time 
being. Long enough, for example, for 
the surviving investigators to make their 
escape and carry a warning to the 
authorities as described in Ending 1. In 
this case the party will also have time to 
make a thorough search of the Schloss 
(the Brothers’ insanity will be a form of 
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catatonia—complete paralysis). This 
search should reveal suitable items of 
interest (manuscripts, etc.) along with a 
fairly substantial amount of money in 
various currencies which the Brothers 
use to pay their agents. 

But what happens if the investigators 
don’t spot Nyarlathotep in his human 
disguise? 

It should be remembered that Nyar= 
lathotep prefers to drive his victims 
hope ly insane rather than simply kil- 
ling them. On this basis he will lead the 
human Brothers in seeming to be as co- 
operative me gee when the inves- 
tigators break in. If any guards appear 
Nyarlathotep will command them to 
leave again, without molesting the 
intruders, He will also explain ev 
aspect of the Brothers’ operations, both 
their public activities and their true 
intentions, with the apparent intention 
of recruiting the haveateetors to ‘the 
cause’. 
the investigators will not realise 
is that Nyarlathotep is actually building 
up the ‘for a series of powerful hal- 
tu ons, After about 20-30 minutes of 
conversation, then, the investigators 
will suddenly begin to experience sev- 
eral rapid and extreme changes of temp- 
@rature: Within aminute or so of the start 
of these changes all of the investigators 
willind that they have been struc 
dumb, and that everything around them 
seems to be moving in slow motion. 

As a climax to Nyarlathotep’s attack 
each member of the party will ‘see’ the 
spider god Atlach-Nacha materialise in 
mid-air above Nyarlathotep. At the same 
time they will believe that every other 
member of the party is being over- 
whelmed by hordes of earthly spiders, 
some harmless, some poisonous. The 
‘harmless’ spiders will be seen to encase 
each victim with their webs — from the 
feet upwards — whilst the poisonous 
spiders continuously bite at every piece 
of exposed skin. 

Throughout this illusion (ie until every 
member of the party has been reduced 
to babbling insantiy) Nyarlathotep and 
his followers will sit calmly to one side, 
laughing and chatting as though watch- 
ing a rather amusing cabaret routine. 

Once the hallucinations have done 
their work the investigators will be taken 
away from the Schloss and dropped in 
the woods to fend for themselves. 
Assuming that the wolves don’t get 
them first the best that any of the sur- 
vivors can hope for is lifetime incarcera- 
tion in a back-country mental asylum. 


EPILOGUE 
Though our story has now ended you 
may still be wondering about the old 
man who was murdered in London. 

| must confess that this was the one 
part of the plot were everything was 
exactly as it seemed. The old man was 
indeed an American member of the 
Brotherhood, and the grey crystals 
really were the ‘essential salts’ of some- 
one the old man hoped to re-animate. 
Finally, the American police were abso- 
lutely correct in assuming that the old 
man had been attacked simply in order 
to rob him—he had made the (fatal) error 
of letting the banknotes be seen when 
paying fora drinkin anearby pub shortly 

efore the assault took place. 0 
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AD&D game. 


LOCAL BOY MAKES GOOD 


Character Background in AD&D, by Chris Felton 


Advanced Dungeons & Dragons is a 
role-playing game. A good, solid state- 
ment, but unfortunately it fails many 
times in practice, the characters becom- 
ing mere cardboard cut-outs. How often 
has someone come up with a character 
and said ‘It's a fighter’? How often have 
you heard characters who've been 
played for months referred to as ‘the 
ranger’? Now consider how often you've 
heard a character introduced to a cam- 
paign as something like: ‘Gillana Trusco, 
daughter of Captain Harald Trusco of the 
Palace Guard of the City of Hatton, which 
was recently sacked by Thauriis. I'm a 
military tactician by training, but in the 
seige of Hatton | picked up a good deal 
of street-fighting experience.’ 

This is a good concise history for a 
character being transferred from one 
campaign to another. No mention of the 
fact that she’s a fourth level assassin 
who has been a (charmed) assistant to a 
lich for six months (ever since her last 
adventure went disastrously wrong). 
Her history gives her a background and 
a personality which cover many of the 
facts | wanted to incorporate into the 
character (she is one of my characters). 
She is a good military tactician (no, 
that’s not a way to get the DM to give her 
hints, I'm also trained in the subject and 
had to make this knowledge plausible 
for the character to have), so she must 


Bri ire Ne Be Ra MOE Eb. nned: 
have grown up in a military environ- 
ment. Why didn't she become a straight 
fighter? Well, she was fast and intelli- 
gent, so she was trained as a spy by the 
local secret police, who also just hap- 
pened to be the local Assassins’ Guild. 
These sort of contacts mean that her 
father was no ordinary soldier, hence 
the commission in the palace guard. 

Compare this with the average charac- 
ter you've ever met. A good example 


happened recently in my own cam- 
paign: a fourteenth level wizard was 
marrying a twelfth level high priest. She 
said ‘Oh, I've got a new surname now, 
haven't |? What is it?’ He replied ‘Ah, 
err....‘ Although both had been run up 
from first level over the last four years, 
and have fully developed personalities, 
the High Priest Acanthus realised that he 
didn't even have a surname! 

Players of the Daredevils game are 
remarkably fortunate in comparison. 
Characters have 4-40 years experience 
in various professions before the game 
starts. Debts and incomes are picked up 
along the way, and when a character 
enters the game, the player has plenty of 
guidelines to his background and 
character. Lieutenant Harold Lee, a 
handy character sheet informs me, was 
a street kid who joined the Navy to get 
away when he owed the local hard-men 
more than he could pay. Atthe end of his 
term of service he was discharged in 
Africa, and got a job with a safari team. 
Accumulating enough money to get 
home and pay off his debts, he turned to 
crime, but finally submitted to the wan- 
derlust bug and returned to Africa to 
become an explorer, and, after a few 
years, a player character. Lt Lee’s 
character already has a guideline to his 
character which any AD&D player 
would love to have for their latest 


fighter. 

In contrast, AD&D offers a secondary 
skills table which allows characters to 
have asmall amount of knowledge in up 
to four skills, which are not necessarily 
related; a character can become a 
hunter, hook and line fisherman, mason 
and carpenter simultaneously. Gary 
Gygax has offered a social status table 
(UA p82-83) which tells us that 20% of 
characters are illegitimate and belong to 


families which have an average of 4.75 
children with an almost flat probability 
distribution. Many other games have as 
little to help the players with their 
characters’ backgrounds, and this article 
provides a universal method for decid- 
ing a character's background. 

Since a character starts at birth, they 
need to know where they stand in the 
family —this is decided in Table 7. Roll 
once for each column. There is a 1% 
chance (00 on d100) that the character 
has atwin; ifso, there is a 1in 6(1 0n.d6) 
chance that he is a triplet. 3% (98-00 on 
d100) of all characters are illegitimate. 


Table 1: Birth Order Table 


Roll Elder Younger 
(d100) Siblings Siblings 
01-35 0 0 
36-62 

63-79 

80-88 

89-94 

95-97 

98-99 6 6 

00 =Rollagain, adding 6 


Example: Kaskin the fighter needs a 
background. The roll on the first column 
is 24—no elder siblings; the roll on the 
second is 72 —two younger. A third roll 
shows that he is not a twin, but he is 
illegitimate, according to a fourth roll. 


Father's Social Status 

The Social Class Table in Unearthed 
Arcana (p82) is a good one to use here, 
but only for player characters. The 
balance of classes is totally wrong for 
ordinary NPCs, but about right for those 
who choose to go out adventuring to 
improve their station in life. Table 2 
gives a suitable distribution for NPCs. 


Table 2: NPC Social Class Table 


Roll(d100) Social Class 

01-04 Lower Lower Class 
05-10 Middle Lower Class 
11-20 Upper Lower Class 
21-35 Lower Middle Class 
36-55 Middle Middle Class 
56-87 Upper Middle Class 
88-96 Lower Upper Class 
97-99 Middle Upper Class 
00 Upper Upper Class 


Note: In some cases this will be the 
mother’s social status, if the mother is 
the breadwinner of the family. The 
spouse is the same social level as the 
breadwinner, unless they married 
beneath their station, in which case the 
spouse is one class below their former 
social level. If the character is illegiti- 
mate, both the mother’s and the father’s 
social status should be rolled. 


Example: Kaskin’s mother is Lower 
Lower Class (the dice are not kind 
today), his father Middle Middle Class. 
The player must construct a story to fit 
the facts: 

She was a serving wench in a run- 
down tavern when a group of young 
rowdies came round slumming. One of 
them charmed her into a night of pas- 
sion, from which Kaskin resulted. She 
never saw the father again. 

Had the situation been reversed, she 
may have been a merchant's wife, bored 
by hubby’s absence, and he the gar- 
dener. If they’d been about the same 


class, then perhaps they were young 
lovers, forbidden to marry because Kas- 
kin’s grandfather wanted someone bet- 
ter for hisson.... 

However, fate has decided that Kaskin 
is a bastard (although the player decides 
that his mother eventually married, thus 
making his two half-sisters legitimate), 
and he drops his surname when he 
leaves home. 


Father's Profession 

Through simply being around the place 
of his father’s work, a child will pick up 
the rudiments of the profession. Although 
he wouldn’t learn enough to earn a liv- 
ing at the profession before entering his 
chosen apprenticeship, a character will 
be able to converse knowledgeably 
about the subject, perform simple tasks 
associated with it, and so on. The profes- 
sion of the character's father depends on 
his class —roll on Table 3. 


Table 3: Profession Type (d100) 


Father's Class Profession 
Lower Middle Upper Type 
01-55 01-17 01-05 Manual 
56-89 18-61 06-35 Semi-skilled 
90-95 62-95 36-55 Skilled 
96-00 84-00 56-00 Executive 


Manual professions are those which 
involve a good deal of physical activity — 
not just labourers and animal handlers, 
but foresters, hunters, house servants 
and so. Semi-skilled professions are 
those for which skills are important — 
craftsmen in manufacturing profes- 
sions, along with scribes and entertain- 
ers (actors, dancers, etc). Skilled profes- 
sions are not necessarily more skilled 
than semi-skilled, but they are associated 
with more expensive materials. Execu- 
tive skills are those which rely upon a lot 
of brainpower and charisma. 

A father’s social status reflects his 
position within his profession. A Lower 
Lower Class person may, by alucky roll, 
find himself listed as a magistrate, nor- 
mally section | associated with the 
higher classes. Obviously he doesn’t sit 
on a bench (which would change his 
status considerably), so he must have a 
job which fits. Maybe he was a legal 
advisor (Upper Lower Class) who 
bungled advice to an influential client, 
and no one will hire him any more 
except for a few lower class people who 
need legal advice but can’t afford it 
elsewhere. The ‘magistrate’ roll would 
actually cover several professions: LLC 
— Failure, MLC — Legal Assistant, ULC — 
Legal Advisor; LMC — Solicitor, MMC — 
Lawyer, UMC — Barrister; LUC — Judge, 
MUC — Chief Justice, VUC — Lord 
Chancellor. 

Similarly, a Middle Upper Class father 
who happens to roll labourer as a pro- 
fession will in fact be something like a 
middling noble — only a baron, maybe — 
who is rich and influential because he 
controls much of the country’s labour 
force through his investments. 


Table 4: Profession Tables 


4A: Manual Professions (d100) 

01-02 AnimalHandler 43-58 Labourer 

03-16 Cook 59-69 Military 

17-40 Farmer 70-74 Miner 
Forester 75-79 Sailor 
Hunter 80-00 Service 


TREASURE CHEST 


4B: Semi-Skilled Professions (d100) 

01-03 Armourer 65-70 Miller 

04-05 Bowyer 71-74 Non-ferrous- 

06-12 Brewer metalworker 
Carpenter 75 Painter 
Coachwright 76-79 Potter 
Cooper 80-82 Scribe 
Entertainer 83-87 Shipwright 
Fletcher 88-93 Tailor 
lronworker 94-96 Tavernkeeper 
Leatherworker 97-98 Thief 
Locksmith 99-00 Weaver 
Mason 


4C: Skilled Professions (d100) 

01-04 Alchemist 53-68 Lapidary 
05-20 Gambler 69-70 Perfumer 
21-28 Glassblower 71-82 Silversmith 
29-38 Goldsmith 83-00 Trader 
39-52 Jeweller 


4D: Executive Professions (d100) 

01 Architect 68-70 Medical 
02-36 Bureaucrat 71-78 Magistrate 
37-62 Idier 79-82 Moneylender 
63-67 Magician 83-00 Priest 


Example: Kaskin’s mother is a serving 
wench in a tavern, but before Kaskin is 
very old, she marries someone from her 
own class: a semi-skilled worker, speci- 
fically a carpenter. His social status puts 
him at the bottom of this profession. In 
this case, the player decides, he works 
sawing logs into planks at a large saw- 
mill. ‘His’ brat wouldn't be allowed to get 
underfoot, so Kaskin spent most of his 
childhood with his mother. Since 
another pot-scrubber is always wel- 
come ina tavern, Kaskin’s mother could 
keep an eye on him at work, so he grew 
up around inns. If his mother hadn't 
been working, he would have started the 
game with, to quote from the Great 
Tome, ‘no skill of measurable worth’. 


All these professions include a large 
number of others. For example, Service 
conjures up visions of Upstairs, 
Downstairs and maids with frilly white 
aprons. In fact it covers just about every 
personal service: barbers, hairdressers, 
undertakers, masseuses. . .. If you’re 
stuck for inspiration, try section 716 in 
Roget's Thesaurus! 


Each profession has its own skills, and 
in most cases the player character will 
have picked up the basics. There are 
exceptions — a lower class character's 
brat would not be welcome in most 
workplaces of the semi-skilled or better 
professions, such as Kaskin (above). 
Some of these skills will give advan- 
tages in the game — for example, a 
locksmith’s son will have a 20% chance 
of picking a lock or finding and removing 
small mechanical traps, or + 15% to 
those abilities if he is a thief. In such 
cases, DMs should penalise the com- 
petitive gamer by putting less oppor- 
tunities their way for the abilities that 
they have ‘acquired’. (A competitive 
player in this sense is the sort of player 
who must have the best character, and 
who will always have the characters 
who are sons of locksmiths, senior milit- 
ary men (+4 charisma when dealing 
with troops), traders (good understand- 
ing of market values), and so on. They 
can also be recognised by the string of 
18s on their character sheet, the dice 
rolls behind their hands, etc. These 
players never produce characters, only 


experience points gathering machines.) 


Example: Kaskin grew up around 
taverns. Apart from ensuring that he can 
always geta job as a barman or bouncer, 
he’s probably built up quite a resistance 
to alcohol and picked up a bit of skill at 
brawling and gambling. 


Now you know what a character's parents 
did, it's time to work out why he didn’t 
do the same. Why is he peconity a vag- 
rant soldier of fortune instead of follow- 
ing daddy's fine example? How did he 
get his training, some of which (espe- 
cially a magic-user apprenticeship) can 
be time-consuming and expensive. 
Once he was qualified, why did he leave 
the comfortable ladder of progression 
through the ranks of his craft, choosing 
instead the hard, dangerous life of an 
adventurer? There are, however, no 
tables to cover this—your imagination is 
on its own. 


Example: Kaskin had grown into a promi- 
sing lad, so the owner of the tavern 
where he worked put him into the militia 
—‘so’s you can learn ‘ow to ‘handle yer- 
self agin the likes o’ them mercenaries 
you couldn’t chuck out last week’. With a 
sword in his hand, and a run of luck on 
the dice to give him the money for 
armour, Kaskin decided it was time to 
prove his mother right—heis as good as 
his real father, and can win his own sur- 
name, and berich.... 


Notice that I've deviated from the tables 
in the examples. Kaskin's mother is 
working in a tavern because that was the 
first explanation for his illegitimacy that 
came to mind. If | was stuck for inspira- 
tion, then | would have rolled for her pro- 
fession and the father’s, and tried to 
work out how they got together; in this 
case, it wasn’t necessary. Gillana isa dif- 
ferent case entirely — her background 
was constructed completely without 
tables because it was the type of charac- 
ter! wanted. Don’t let yourself be tied to 
these tables — they are guidelines to get 
your imagination working. As long as 
your DM agrees to the character you 
want, you should devise the character 
you want to run. 


Example: Kaskin (no surname; one day 
he'll be a lord, and Kaskin will become 
the surname of his dynasty) is a first 
level fighter. Determined to become at 
least middle class to prove that he’s as 
good as his real father, he won't be dis- 
tracted by wine, women and song (al- 
though he'll indulge heavily in all three, 
but he’s learned how to handle them). 
He is a social climber, and will continu- 
ally try to wrangle his way into polite 
company, where (at first) he doesn’t 
know how to behave. Wealth is impor- 
tant to him as a sign of class, but he 
won't hesitate to spend it to acquire 
status, and he will be prone to dashing 
off on noble and heroic quests which are 
totally foreign to his tough, street-wise 
upbringing, so while doing them he is 
slightly embarrassed about his motives 
for being there. All that from eight dice 
rolls and a bit of thought! 


‘Good evening. I'm Kaskin. | hear you're 
looking for an adventurous warrior.’ 0 


Tabletop Heroes is a regular col- 
umn covering painting and 
modelling hints, written by Joe 
Dever. 


OILS 


Part One: Preparation 


It would be true to say that only a minor- 
ity of miniature figure painters use oils 
whilst the majority prefer to stick with 
more ‘user-friendly’ enamel and acrylic 
paints. In doing so, however, this latter 
group are missing out on a tremend- 
ously versatile medium that can, when 
mastered, produce a richness and variey 
of colour that surpasses all others. Oils 
are by no means an easy medium to use; 
they are slow drying, not particularly 
economical, and often vary in texture 
and finish (although it is possible to con- 
trol their drying time and finish to a 
marked degree). If you are currently 
using paints that come in tins or pots 
rather than tubes, consider how often 
you carry out colour mixing in order to 
get particular mid-tones and highlights. 
When using oils this mixing becomes 
second nature, for the blending of pig- 
ments gives a distinctive quality to minia- 
tures that cannot be achieved with any 
other type of paint. 


Buying Oils 
Oils are sold in tubes of varying size and 


come in two standards: Artist's Oil Col- 
ours and Studént’s Oil Colours. The 
former are better prepared, the pig- 
ments are more finely ground, and they 
tend to be more consistent in colour 
from batch to batch. They are, however, 
dearer than Student's colours. When 
buying your initial selection of oil paints 
always go for the smallest tubes, as the 
minute amounts of paint you'll be using 
rules out the need for quantity. The fol- 
lowing list contains the recommended 
colours that should be purchased to 
make up your basic selection. List 1 cov- 
ers the minimum requirements, and List 
2 shows additional colours which can be 
bought later to widen your scope. 
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List 1 

Titanium White 
Ivory Black 
Scarlet Lake 

Dk Cadmium Red 
Cadmium Yellow 
Yellow Ochre 
Burnt Umber 
Burnt Sienna 
Prussian Blue 
Ultramarine 


List2 

Cobalt Blue 
Windsor Violet 
Vermilion 
Chrome Yellow 


Certain colours, notably green and 
orange, are easily obtained by mixing 
other colours (blue and yellow yields 
green; red and yellow yields orange), 
and as mixing is fundamental to paint- 
ing with oils, it is unnecessary to purch- 
ase these colours. 


Mediums 

A medium is a liquid additive that helps 
the paint to flow. Some oil paints flow 
freely, but others, particularly Burnt 
Umber and Burnt Sienna, are notori- 
ously difficult to use straight from the 
tube. Oil paint consists of pigments 
bound in linseed oil, which is also the 
most commonly-used medium. How- 
ever, its slow drying time and glossy 
finish make it far from ideal for use with 
miniatures. Alternatively, there is Liquin, 
a golden-coloured medium manufac- 
tured by Windsor & Newton, that is 
based on an alkyd resin which speeds up 
drying time and dries to a deep satin 
finish that is ideal for leather and horses. 
Or, try Opal Medium, a whitish-looking 
liquid which dries as quickly as Liquin 
but gives a matt finish. The cheapest of 
them all is turpentine, although strictly 
speaking it is not a medium but a thin- 
ning agent. This may sound a bit like 
splitting hairs but there is an important 
difference between a thinner and a 
medium. Small amounts of thinner work 
well to help oils flow, but if you overdo it 
two unwanted effects will occur: the oil 
pigments break down and become 
patchy, and the finish becomes very 
matt, which will ruin certain finishes 
(leather, etc) and spoil some colours, 
notably black, brown and reds. 


Accessories 

Expensive palettes, palette knives and 
china dishes are tempting but unneces- 
sary extras, and any urge to purchase 


Latest releases from Citadel include snotlings and slann. 


them when you visit your local art shop 
to buy your basic selection of oils should 
be strongly resisted. Personally, | use a 
couple of old white kitchen tiles to hold 
and mix my oil paints, but there are 
many other inexpensive alternatives. 
White saucers, plates, white formica or 
melamine off-cuts, or even a square of 
glass placed on a white card are quite 
suitable. In addition, you'll need some 
cocktail sticks for mixing your colours 
and two screw-top jars: one for your tur- 
pentine and the other for your brush- 
wash (white spirit). Armed with a selec- 
tion of brushes (which | assume you 
already own) and the above items, you 
are now fully prepared to tackle the 
application of oils, a subject which! shall 
be covering in depth in next month's TTH. 


THIS MONTH’S PHOTOGRAPHS 

Three recent additions to Citadel's 
bestselling C35 range (Chaos Warriors: 
3 for £1.95) are shown here in Fig 7, the 
centre figure sporting a neat half-moon 
war banner. All three were painted, 
based and converted by Fraser Gray. 

Fronting the C23 range of Ogres is the 
maniacal Chaos Ogre (£1.95) featured in 
Fig 2, designed by ace lead-whittler Jez 
Goodwin and painted by Simon Werrett. 
Citadel wish to point out that any physi- 
cal similarity between the figure and its 
designer is purely co-incidental. 

Making his debut at the Games Day ‘85 
painting competition was Nazram 
‘boogie’ Gorbag, seen here in Fig 3; a 
novel conversion that won a commen- 
dation for its owner/painter Mark Page. 
A Citadel C15 orc provided the basic 
head and torso to which the arms, 
guitar, headband and sneaker-clad feet 
were added. This year, due to a veritable 
explosion of regional Dragonmeets, 
there are more chances than ever before 
to take part in painting competitions. 
Categories cover all classes; junior and 
senior, beginners through to experts, so 
why not have a go? For dates, times and 
entry details, contact your nearest 
branch of Games Workshop. 

Fig 4 features a peewee Gorgon 
(ADD75: £1.95) from Citadel's ever- 
expanding range of official AD&D minia- 
tures. The impressive metallic finish was 
obtained by carefully dry-brushing 
brass enamel (Humbro/ MC18) over a 
black undercoat, a process that took its 
painter, Phil Lewis, less than ten minutes 
to bay eis 

wi and 7 show, respectively, Stone 
and Fire elementals from Citadel’s C34 
Elementals/Demons range (£1.95 each). 
Both figures were painted by Tim Olsen. 

The cleric seen in Fig 6, is one of a trio 
of holy adventurers that come in Citadel’s 
AD&D player character pack ADD3. 
Since their introduction last autumn, the 
packs have proved a great success with 
role-players who wish to represent their 
characters at novice, intermediate and 
advanced levels of development. The 
figure shown is a high-level cleric, 
painted and based by Phil Lewis. 


Miscredits 

WD70 TTH: Fig 4 was converted and 
painted by Adrian Bay. 

WD72 TTH: Fig 5 was painted by Tim 
Olsen. Sincere apologies to those con- 
cerned for any inconvenience caused by 
these mistakes. 0 
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Fig 2 


Photos: 1,2,3,5 & 7 by Joe Dever 
Photos: 4 & 6 by Phil Lewis 


Fig 5 Fig 6 Fig7 
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GO FORIT. 


"Dare you face the 'Arena of Death'? 
You will start alone and unarmed. 
To reach the Arena at the city of 
Chuza you must cross a dangerous 
wilderness. Somewhere on the way 
can be found the enchanted arms and 
armour you need, but there will also 


be many dangers to overcome..." 


This scenario, suitable for use 
with a single high-level AD&D or 
Expert fighter, is just one of 
the four scenarios included 
with Tortured Souls! issue 9. 


Also included is a FREE 
voucher worth £5 for the 
rules and first 2 turns 

of a new PBM game! 


TS!9 - Go For It! 


Tortured Souls! (£2.95), GameMaster Publications (£3.50), Lost Shrine of Kasar-Khan (£4.95) 
from Beast Entz, Unit 18, 16-20 George St, Balsall Heath, Birmingham. Send SAE for details. 


ESSEX FANTASY 9 25mm miniatures 


MORE DWARVES FROM THE 5.0 FROM THE DEPTHS OF THE 
KINGDOM OF TERMIC M(* AMAZON —- FEMALE WARRIORS 


Q21 Executioner with weapon 

Q21a Excutioner with severed head 

Q22 Guardian in helmet with shield and weapon 
Q23 Female assassin with two weapons 

Q24 Female assassin with two weapons 


(All the above figures are supplied with 


a random selection of weapons) 
(All at 44p each + 50p P & P). ___ (All at 55p each + 50p P & P). 


THE FOREMOST FAR EASTERN 
FIGHTING FORCE - NINJA 


Ass. Fantasy weapons Ninja with raised sword 

Dwarf pushing barrow Ninja Archer with Great Bow 

loaded with treasure Ninja with Grapling Hook (Kaginawa) 
Two dwarves with Ninja with Blow Pipe 

Bolt Shooter : Ninja with sword 7 smoke bomb 

Bolt Shooter Ninja ‘Star’ (Suriken) thrower 


Hooded Fighter with sword 
Fighter with Cutlass 

Mailed Fighter with Polearm 
Dwarven Axeman 


(All at 44p each + 50p P & P). 


PHONE (0268) 682309 MAIL ORDER: ESSEX MINIATURES, UNIT 1, SHANNON CENTRE, 
SHANNON SQUARE, CANVEY ISLAND, ESSEX. 
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MANCHESTER 
Saturday 8 March 


BIRMINGHAM 
Saturday 5 April 


University of Manchester, The Imperial Hotel, 


| Reynold Building, 
UMIST Campus, 
Whitworth Street, 
Manchester 


Temple Street, 
Birmingham. 


Admission £1.00 


300 yards from Piccadilly 
Station 

Admission £1.00 only! 
Open 10am-7pm 


LONDON 
Saturday 17 May 


Royal Horticultural 
Society’s New Hall, 
Greycoat Street, 
London SW1 


Open 10am-7pm 


300 yards from Piccadilly 


Station 
Admission £1.00 only! 


Open 10am-7pm 


Featuring figure painting competitions and demonstra- 
tions, game designers and artists, trade stands, 
demonstrations and participation games, and lots of 


room to play games! 


“SETS 


at 


uate § 
} pungeorsb dragons "i 
9110F RED BRANCH ROAD, 
COLUMBIA, MD 21045. 
TEL: (301) 964 0262. 
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\ Trade enquires 
> Welcome a. 


WHAT WILL THE FUTURE 
HOLD IN STORE? 


Buying a game can often be something of a 
problem. Which one? Nine out of ten robots 
recommended the Judge Dredd game. But don’tjust 
take the/r word for it, this is what the reviewers 
had to say about it: 


‘What is for certain is that the package represents a 
good fun game which is both physically and themat- 
ically excellent’ - Charles Vasey, Military Modelling 


‘It is admirably successful in its aims’ - 
Richard Meadows, White Dwarf 


‘.,. there are plenty of suprises and fun in store’ - 
Ray Rimell, New Voyager 


*... this must be the best looking game around’ - 
John Conquest, 7ime Out 


‘Zarjaz! | predict this will be the board game of 
the Eighties’ - The Mighty Tharg, 2000AD 


Available now from all oud james shops or send SAE for full mail order 
details to Games Workshop, Chewton Street, Hilltop, Eastwood, Notting- 
ham. Tel (0773) 769522 or Gites Workshop US, 9110F Red Branch Road, 
Columbia, MD 21045, USA. Tel (301) 964-0262. 


FOR ACCESS & VISA ORDERS RING 
ES THE MAIL ORDER HOTLINE — 


ON (0773) 769522. = 


JUDGE DREDD - THE BOARDGAME - TOMORROW’S GAME TODAY. 


© 1982 Games Workshop Ltd. Judge Dredd © 1982 IPC Magazines Ltd. 


@ Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 


ESDEVIUM GAMES re 


LOW COST MAIL-ORDER SPECIALISTS — 
Wargames 
Wide selection of boards, pieces & sets for CHESS, GO, SHOG!, MAH JONG, Hs sey. MERE eees 


BACKGAMMON, TRI-CHESS, 


CITADEL, GRENADIER, PRINCE AUGUST + ASGARD Fantasy and Science Fiction 
miniatures at manufacturer's prices. P&p 10% (30p min.-£1.30 max.). 


Overseas p&p 30% (80p min.) 


Science Fiction 
Car Wars De Luxe (SJG) £19.95 
Car Wars (SUG) £6.95 
CW Expansion Kits 1-8 £4.95 
CW Crash City (SJG) £6.95 
CW Truck Stop (SJG) £6.95 
CW Convoy S £6.95 
* CW Road Sections 1-3 £4.95 each 
* = Uncte Albert's Catalogue £4.95 
Star Frontiers (TSR) R £9.95 
Modules SF1, SF2, SF3, SF4 £4.95 ea, 
SFAD 5, SFAD 6 £4.95 ea., Screen £4.50 
SF Knight Hawks £9.95 
Module SFKH1 2.3.4 £4.95 ea. 
Ringworld (Ch) R £26.95 
Companion £10.95 
invasion Earth (GOW), Mayday (GDW) £9.95 ea. 
Snapshot £9.95, 5th Frontier War (GDW) £13.95 
Dark Nebula, Asteroid (GOW) £9.95 ea. 
Godsfire (TF) £19.95 
Star Ace (Pace) £9.95 
Adventures 1-4 Screen £4.45 ea. 
Aliens £7.45 
The Last Starfighter £14.95 
Due! £6.95 
Paranoia R £19.95, Screen £5.95 
Adv, Orange, Adv. Yellow £6.95 each 
Send in the Clones £6,95 
Statiar Conquest (AH) £24.95 
Dr. Who RPG (FASA) £14.95 
Lords of Destiny, lytean Menace £6.95 ea. 
The Daleks £8.95 
* Starfleet Batties (TF) |, Il & Il! £24.95 ea. 
Captain's Logs 1, 2,3 £6.50 
* SSD Books 1-6 £5.50 ea. 
* SFB Commanders Rulebook 1, 2 £10.95 ea. 
& Update 1 £6.95, Reinforcements £8.95 
‘Sup lil; Fast Patrol Boats £10.95 
* = Battlecars (GW) £8.95 


Streetfighter £7.95 
SF-Traveller R, S (GDW) £8.95 
Traveller Book £8.95. 
Highguard, Mercenary, Scouts, 
*Merchant Prince £4.45 ea. 
All Supplements £4.45 @a., introduction £1.95 
Atias of the Imperium £7.95 
Alien Module 1; Asian 2.K’Kree, 3 Vargr, 4 Zhodani 
£4.95, 5 Droyne £4.95 
Striker £21.95 
Pilots Guide to Dresiithar, Undersea, Mountain 
Environments £5.50 ea., Desert Environment 
£6.50 
Scenarios 

The Adventure Book £7.95 

Signal GK £2.95 

Earlier Adventures (1-12) and 

Double Adventures 1-6 £2.95 ea. 

Doom of the Singing Star (JG) £8.95 

Disappearance at Aramat £5.95 
Tarsus (Module 1) £7.95 
Module 2: Beltstrike £7.95 
Wanted: Adventurers, Startown Liberty, Lee's 
Guide |, Ascent to Anekthor £5.50 ea. 
Ouneraiders, Drensiaar Quest £6.50 ea. 


SF-Star Trek R (FASA) £9.95 
Ship Combat £9.95, Update £6.95 
Trader Captains & Merchant Princes £6.95 
Romulans, The Klingons £10.95 ea. 
Enterprise Ship Plans £16.95 
Klingon Deck Plans £15.95 
Romulan Recognition Manual £6.95 
Federation Ship Manual £5.95 
Klingon Recognition Manual £6.95 
The Triangle £10.95 
Triangle Campaign £8.95 
Star Field Hex Grids £6.95 


Scenarios: 
The Vanished, Witness for the Defense 
Denial of Destiny £6.95 ea. 
Demand of Honour, Margin of Profit 
The Orion Ruse £6.95 
Termination 1456, The Outcasts £6.95 ea. 


Fantasy — Role Playin 
pape & Dragons 


SR)R 
Basic Set, Expert Set. Companion Set, Masters 
Set £9.95 ea. 

Players Handbook, Monster Manuals | & ti, Fiend 
Folio, Legends & Lore £10.95 ea. 

Unearthed Arcana £10.95 

Oriental Adventures £10.95 
Dungeon Masters Guide £11.95 

TSR Adventure Modules (levels) (1-3) B1-9, N1, 
BSolo, T1, N1, U1, U2, UK5S £4.95 @a. # C3 £3.95 
T1-4 Temple of Elemental Evil £9.95 

MV'1 (Solo) UK6 £4.95 ea. 

(2-4) Lt, (2-5) L2, (3-5) U3 £4.95 ea, 

XSOLO (4-6) ~Lathan’s Gold £4.95 

ov X1, 2,3. (6-9) X4,5 (9-12) X6,7,8,01 2 £4.95 


(0-12) EXi, 2 £4.95 ea. XL1 £4.95 

(3-5) UK-2, UK-3, UK-4 £4.95 ea. 

(4-7) Al, 2,3, 4UK1, C4, C5 £4.95 ea. 

(5-7) 11,2,3,4,C1,C2, UK6 £4.95 ea, |6 £5.50 
(5-7) DL1-7, 10 £4.95 ea., OLS,9 £5.95 ea. 
(5-10) S2 £3.95 (6-10) $4 £5.95 
(6-10) WG4 (6-14) S1 £4.95 en. 

(7-9) 15 £5.50, UK7 £4.95, (6-12) S3 £5.95 
(6-9) G1-2-3 £4.95, (+) 01-2 £4.95 

(10-14) D3, Q1, (9-12) WG5 £4.95 ea. 

WG6 £5.95, (10-14) CB1,CB2 £4.95 ea. 
(15+) CM1-4 £4.95 ea., CM5 £5.95 

AC1 £4.50, AC2 £4.95, AC3 £3.95 

World of Greyhawk £9.95 

AC2 Shield £4.50, AC7 Master Players Screen 
£5.95 

AC1 Shady Dragon Inn £4.50, Dragon Tiles | & |! 
£3.95 ea. 

AC4 — Book of Marvelious Magic £4.95 
ADD DM's Screen £4.95 

Battle System £15.95, Module H1 £7.95 


Runequest Il (AH) R £39.95 


individual sets: GM Box £26.95 
Players Box £20.95 

Monster Coliseum £16.95 
Vikings £18.95 

Gods of Glorantha £15.95 


Ysgarth Rule System R £9.95 


Supplements 1-4 £2.50 ea. or £8.95 the set 
Ysgarth Adventures £1.95 (Adv. 6) £2.30 
Adventures from the Abyss £2.95 
Mini-Systems: Weres £1.20 

Character Role Playing £1.70 
Uttgart & Wyrdworid Scenarios £1.95, Uttgart 5 
£2.30 
Abyss Magazine £1.50 


nee Playing Aids 


© Handbook of Traps & Tricks (DT) £7.95 


Monster File No. | (OT) £4.95 

Dragon Tree Spelfbook (DT) £5.95 

Book of Artifacts (DT) £5.95 

Book of Plots (DT) £5.95 

Desert Plots (DT) £5.95 

Lost World Combat Books 1-14 (Nova) £1.99 ea. 
Dwarves, Dark Folk, Wizards, Elves, Fantastic 
Treasure | & ||, Dragons £7.95 ea. 
Monsters of Myth and Legend | & |! £7.95 ea. 
Horse Clans, Witch World £7.95 ea. 

Cards of Power £6.95, Chilling Chambers, Alluring 
Alcoves, Sylvan Settings, Fantastic Furnishings 
£4.95 ea. 

The Armoury £9.95 


Role Playing Scenarios 


Thieves’ World (Ch) £19.95 

Curse on Hareth (Comp) £9.95 

Plague of Terror, Seets of Gems, Brotherhood of 
the Bolt £6.95 ea. 

Harm £12.95. City of Harn £7.95, Ivinia £12.95 
Gods of Harn £8.50 

Encyclopaedia Harnica 5-15 £3.95 ea. 

Lythia, Rethem, Chybisa £7.95 ea. 

Black Tower, Tulan of the Isles (MK) £4.75 
City of Carse, Jonril (MK) £4.75 ea, 

Towns of the Outlands (MK) £5.25 

Heart of the Sunken Lands (MK) £7.95 
Starstone (NS) £3.95 

Amazon Mutual Wants You (DT) £5.95 
Role-Aids Scenarios: 

(Low) Angry Wizard, Evil Ruins, Question of 
Gravity: (3rd up) Swordthrust, Tower of Magics; 
The Contract; Elven Banner; (4th-7th) 
Shepwrecker; (6th-9th) Dragons of Weng Tsen, 
Deadly Powers £4.95 ea. 

Shadows of Evil (4th-7th) £7.95 

ice Elves (7th-9th) £4.95 
The Keep (9th-12th) £4.95 
Morgaine £4.95 
Final Challange, Throne of Evil, Clockwork Mage, 
Wizard's Revenge £4.95 es. 
Liche Lords £8.95 


Other Role-Playing Games 
* = Arduin T.rilogy £19.95, Lost Grimoire £8.95 
Aftermath (FGU) £20.75 
Into the Ruins £5.45, Empire Karo £4.45 
Operestion Morpheus £6.95 
Sydriey Wilderness Campaign £5.95 
DC Heroes APG £11.95 
Blood Feud, Seige £4.95 ea. 
Dragonroar (SGP) £12.95 
Dragonquest Adv 1,2.3 £3.50, Screen £1.95, 
Frontiers of Alusia £2.95 
Espionage (HG) £13.95 
Border Crossing £3.95 
Ettquest (Ch) £22.95, Campaign £5.95 
Sea Elves ££5.95 
Fantasy Hero (HG) £13.95 
Flashing Biades (FGU) £10.75 
Parisian Adventures, High Seas £4.45 ea. 
Fringeworthy (TriTac) £11.95 
Invasion US, Rogue 417 £4.95 
FTL 2448 (TriTac) £13.95 
Pendragon (Ch) £25.95, Campaign £10.95 
Powers and Perits (AH) £24.95 
Perilous Lands £20.95 
Book of Tables, Tower of the Dead £9.50 ea. 
Privateers & Gentlemen (FGU) £14.95 
Heart of Oak £5.95 
Decision at Djerba £4.45 
King Over the Water £5.45 
Psi-World (FGU) £10.75 
Underground Railroad £4.45 
Harnmer Shall Strike £4.45 
Stalking the Night Fantastic (TriTac) £11.95 
Helis Night £4.95, Haunts £4.95 
Stormbringer (Ch) £22.95, Companion £10.95 
Stealer of Souls £5.95, Demon Magic £10.95 
Swordbearer £13.45 
Dwarven Halls £5.95 
To Challenge Tomorrow (RagN) £5.95 
Trad £3.30, London By Night £5.95 
Toon (SJG) £9.95 
Toon Strikes Again (SJG) £5.50 
Silly Stuff £4.95 
Tunnets & Trolls (FB!) £8.95, Rulebook £5.95 
Group Dgns, Solo Dgns £1.95 ea. 
Naked Doom, Deathtrap Equalizer, Sea of 
Mystery, Silvered Pane, Gamesmen of Kasar 
Captit d'Yvoire £1.95 ea. 
‘Twilight 2000 £14.95 
Free City of Krakow £4.95 
Pirates of the Vistula £4.95 
Ruins of Warsaw £4.95 
Black Madonna, Going Home £4.95 ea. 
Victorian Adventure (SKS) £3.50 
Villains & Vigilantes (FGU) £10.75, Rules £5.45 
Modules 1-11 £4.45 ea. 
Most Wanted I!) £5.45 
Warhammer £9.95, Forces of Fantasy £6.95 ea. 
Ore's Drift £5.95 
Blood on the Streets £5.95 
Terror of the Lichmaster £5.95 


Call of Cthulhu (Ch) £9.95 
Cthulhu Companion £8.95, Screen £6.95 
Arkham Evil, Death in Dunwich £6.75 ea. 
Shadows of Yog-Sothoth, Asylum, Fungi from 
Yuggoth, Curse of the Cthonians, Trait of 
Tsathogghua £10.95 ea. 


Pursuit to Kadath, Whispers from the Abyss £8.95 


Monhegan island £5.50 
Masks of Nyarlathotep (5 Scen.) £19.95 
Gloze! est Authentique £6.75 


Spacemaster (ICE) £26.95 
Tech Law, Future Law £10.95 ea. 
imperial Crisis £9.95 
Akaisha Station £3.95 


Middle Earth Role Playing (ICE) 
Boxed £9.95 screenes.95 


Sourcepacks: Bree, Dagoriad, Shelob's Lair 
Trollshaws, Paths of the Dead, Goblins Gate and 
Eagle's Eyre, Thieves of Tharbad £4.95 ea. 
Riders of Rohan £9.95 
Solo Gamebook/Scenarios 

Legend of Weathertop, Night of the Nazgul 
£2.50 ea. 


Rolemaster (ICE) £29.95 


Arms/Claw Law, Campaigrn’Character Law £11.95 
ea, 

Spell Law £13.95 

Character Law, Campaign Law £9.95 ea. 

Cloud Lords, Sinking Plains £9.95 ea. 

tron Wind £7.95 

Creatures & Treasures £9.95 


Middle Earth Play Aids 


Guide/Map £8.95 

Northern Mirkwood, Isengard, Umbar, Ardor, 
Angmar, Rangers of the North, Southern 
Mirkwood, Moria | £9.95 ea. 


Firepower (AH) £22.95 
Yellowstone (AH) £18.95 
Sixth Fleet (Vie) £30.95 
Pax Britannica (Vic) £24.95 
Dark Crusade (WWW) £12.95 
East Wind Rain (3W) £22.75 
Machiavelli (AH) £14.95 
Middle Sea (FGU) £19.75 
Assault (GDW) £14.95 
Boots & Saddles £14.95 
Reinforcements £8.95 
Cobra (SP1/TSR) £15.95 
Patrot (SPI) £5.95 
Samurai Blades (SG) £9.95 
Gunslinger (AH) £20.95 
Tactics (AH) £12.95 
Bull Run (AH) £16.95 
Up Front (AH) £26.95 
Banzai Exp £12.95 
Ambush (Vic) S £24.95 
Move Out S £12.95 
Purple Heart £22.95 
Pacific War (AH) £44.95 
Mosby's Raiders (AH) S £17.95 
Ace of Aces — Balloon Busting, Flying Machines, 
Rotary, Powerhouse £15.95 ea. 
Squad Leader (AH) £20.95 
Cross of iron (AH) £18.95 
Crescendo of Doom (AH) £18.95 
G1. Anvil of Victory (AH) £30.45 
Col, CoD, Rogue, WWW Scenarios £6.00 ea. 
Advanced Squad Leader Manual £39.95 
Beyond Valor £39.95 
Hell's Highway (Vic) £20.95 
Eighth Army: Oper Crusader (GDW) £9.95 
Normandy Campaign (GDW) £9.95 
House Divided (GOW) £9.95 
Soldier King (GDW) £10.95 
Blue Max (GOW) £14.95 
Fire in the East (GOW) £49.95 
Thew Finest Hour (GOW) £39.95 
Fall ot Franoe (GOW) £33.95 
Narvik (GOW) £16.95 
Marita-Merkur (GOW) £27.95 
Near East (GOW) £14.95 
Western Desert (GDW) £27.95 
Spain and Portugal (GDW) £9.95 
Case White (GOW) £16.95 
Torch (GDW) £19.95 
Third World War (GDW) £14.95 
Southern Front £14,895 
Arctic Front (GDW) £13.95 
Battle of Raphia, Lobositz (GDW) £4.95 ea. 
Guilford Courthouse. Prague (GOW) £4.95 ea, 
Battle of Alma (GDW) £4.95 
Attack in the Ardennes (GOW) £9.95 
Road to the Ahine (GDW) £9.95 
Market Garden (GDW) £9.95 
Suez '73 (GDW) £13.95 
St. Lo (WEG) £17.96 
Mariborough at Blenheim (WEG) £5.50 
Battle for the Factories £24.95 


Other Games 
2218 Baker St. (HPG) £10.90 
Extra Case Sets 1, 2 £3.95 ea. 
Sherlock Holmes — Consulting Detective Bxd 
£17.95 
Mansion Murders £8.95 
Queens Park Affair £7.95 
Civilisation (HT) £21.95, (AH) £24.95 
1829 Nth or South (HT) £24.95 ea. 
Spanish Main (HT) £17.95 
Railway Rivals (GW) £9.95 
Klondike (Col) £11.95 
Superpower (GW) £10.95 
The Garden Game £12.95, De Luxe £27.95 
G1—The Galaxy Game £8.99 
Taliesin £12.50 


Magazines 
Imagine £1.05 
Nexus £2.95 
The Space Gamer (SJG) £2.95 
Fire & Movement £2.95 
Early Strategy & Tactics, Ares £3.95 ea. 
Strategy & Tactics 101 on £4.95 
Doombook of Chaos 70p 
Wargamer (+ game) £7.95 
Autodue! Quarterly £2.95 
Hounds of Avalar S5p, Trolicrusher 80p 
Swordplay 70p, Miser's Hoard 55p 
Wyrm's Claw 65p, Warlock £1.00 
Punt & Pass, Dragon Lords 60p ea. 


ESDEVIUM GAMES (5w) 


185 Victoria Road 
ALDERSHOT Hants GU11 1JU 
Tel: Aldershot 311443 

or (evenings) Farnham 722269 


These are just some of our games. Our catalogue contains details of virtually all games available in the U.K. 
Send 20p in stamps & 18p s.a.e. {overseas 4 i.t.c.) for @ Copy (or free with orders over £6.00) 


MAIL ORDER CHARGES: UK/8BFPO/Under £9 - Add 50p. £9 and over — post free 

Overseas Surface Mail - Add 30% (Minimum 90p). Europe Air Mail — Add 40% 

(minimum £1). Air mail elsewhere ~ add 75% minimum £1.60) except Yaq. AH & Phi, IT, games - add 100% 
Payment in Sterling please 


You may phone orders and pay by ACCESS 


Where Has All the Glory Gone? £6.95 


% New Arrival 

R_ Role Playing Rules 
S Plays Solo 

B Boardgame 


M Miniature Rules —NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


49 Please mention White Dwarf when replying to advertisements 


mal: 
Ly 
i ; =¥ 
Ys 


PRR Prive), OK Fads bis antagenists | frhe Dwarves sue Cock, 
ee | si Ro 
es eet a ih 
ws G 
WARN FP A. 
Wea 
= ts. (er 
A C7) ne 


“4 


Aw, . py 
WP 

CTU Gh Fe 
ga, < 


Ms 
So 
een 


Irevors Tidbits 


| don't know, a whole two columns 
printed and | still haven't received a single 
piece of fan mail. Since the editor seems 
determined to blue pen all my attempts 
to introduce myself, ! suppose I'll have to 
be content with being a man of mystery. 
(The main mystery is how you got this 
job -Ed.) 


WILL THE REAL 
LICENCE HOLDER... 


Licensed figures are a big part of our 
hobby, and it comes as no surprise that 
the occasional dispute arises between 
rival companies. The latest is between 
Ral Partha and Grenadier Models; both 
companies believing that they have the 
licence for Bushido figures. Your intrepid 
Dwarf reporter, ever keen to expose the 
truth, was on the phone to Doug Cowie 
(Grenadier Models UK) pda. 

Some time ago, Scott Bizar of FGU 
(the producers of Bushido) suggested 
that Grenadier should do Bushido 
figures in the UK. Later he found outthat 
Bob Charette, one of the game's co- 
designers, had the right to veto licensed 
items. Bob has since designed Ra/ 
Partha‘s Bushido figures, and has natur- 
ally complained about the existence of 
the Grenadier figures. 

At the moment the situation is still 
unresolved, although Grenadier will be 
speaking to Ral Partha in order to come 
to some sort of agreement. The likely 
outcome — unless an amicable agree- 
ment is reached-—is the cessation of pro- 
duction of the figures. Shame. 

Still on the figures front, someone out 
there is pirating Essex and Citadel his- 
torical figures. Citadel would be 
interested in any information readers 
have about this unwelcome practice. 


WHAT, 
NO FREEBIES? 


Kathy Schofield from Corgi Books would 


like to point out that the Dragon Warriors 
competition (announced in WD69) is 
officially closed, and that no further DW 
books will be issued to entrants. There 
were only 250 books available in the first 
place, a fact apparently overlooked by 
the writer of the copy. 


TAKE THE MONEY 
AND RUN 


The latest addition to the massed ranks of 
Games Workshop underlings in Notting- 
ham is Paul Cockburn, ex-editor of 
Imagine, and, more recently, Games 
Master Publications. He has joined the 
games production side with the title of 
Commissioning Editor. If you're not sure 
what this means, Paul explains: ‘I don’t 
know what I’m doing, but the money’s 
good.’ Well, | can believe the first... . 


As well as being a Big Name Fan, author 
of Golden Heroes scenarios, and 
guest of honour at Koancon, Pete Tam- 
lyn works for a computer software 
house called RamJam Corporation. 
They produce computer adventures, 
and are looking for scenario writers. A 
knowledge of computer adventures 
would be useful, but no programming 
experience is needed—merely the ability 
to write, plus, of course, imagination. If 
you like the idea of earning a few bob, 
write to Pete at 2 Poplar Road, The Cop- 
pice, Aylesbury, Bucks. 


Koancon, the fan-run convention, has 
now been confirmed for Friday August 
22nd to Sunday 24th at Warwick Univer- 
sity, Coventry. Fees are £10 non- 
residential, £30 residential (cheques 
payable to Koancon). Write for more 
details to: Alex Zbyslaw, 123 Hollis 
Road, Stoke, Coventry CV3 1AG. 


SHOULDN'T BE ALLOWED 


If:you've seen the (surprisingly good) 
film Desperately Seeking Susan, you 
may possibly remember a brief refer- 
ence to Dr Ruth’s Guide to Good Sex. 
Well, I'm sure you'll be delighted to hear 
that Victory Games are bringing out the 
game of the book, It’s for two to four 
couples, the players moving round the 
board visiting sex clinics and answering 
questions about each other's sexual 
habits. This has the makings of a cult 
game at conventions, and provides 
numerous opportunities for role-playing 
— players could pretend to be well- 
known hobby personalities! Any 
thoughts about the staff of White Dwarf? 
Answers on a postcard. .. (DON'T YOU 
DARE! -Ed. 


HONESTLY... 


Out soon from Citadel is the Citadel 
Journal, their regularish magazine fea- 
turing articles on gaming, collecting, 
painting, some of the stranger aspects of 
Citadel Miniatures, as well as including 
a catalogue section. The latest edition 
includes a Warhammer scenario (a follow- 
up to the recently-released Terror of the 
Lichemaster), and an in-depth article on 
Chaos Ratmen. (Beats Chaos Fruitbats.... 
—Ed.) The totally unbiased summary of 
the product? ‘...an absolute must.’ 
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Issue 3 of the quarterly Traveller's 
Digest is now out, priced at $3.95 in the 
States. It contains a complete adventure 
involving a race known as ‘The Ancients’. 
Other articles cover Vargr languages 
and culture, Robo Design Revisited, and 
Traveller Tech Bits. 

Fantasy gaming seems to be doing 
well in France. Games Workshop have 
appointed Stewart Parkinson to take 
charge of GW (Paris), whilst a transla- 
tion of the best-selling Talisman is well 
under way. Meanwhile, the French gam- 
ing magazine, Casus Belli is expanding 
into newsagent sales with a print run to 
rival ours — a brave move indeed, 


SURPRISE, SURPRISE! 


Jeremy Nuttall has recently announced 
the results of the fanzine awards run 
through his own zine, Demons Drawl. 
Much to Jeremy's feigned surprise, the 
results showed DD winning most of the 
categories and being a runner-up in 
many of the rest. The problem is that DD’s 
results in the poll have nothing what- 
soever to do with the quality of the zine. 
The organisation was such that, under- 
standably, zines voted for by lots of 
people did best. Since the poll was run 
through and heavily plugged in DD, and 
since Jeremy's subscribers obviously like 
the zine (or they wouldn't buy it), the 
results were almost a foregone conclusion. 
DD is actually a good hardware zine, 
and deserved to do well in some 
categories. However, the fact that the 
poll was run through its pages makes 
the ‘achievement’ worthless. No one’s 
suggesting for a moment that Jeremy 
rigged the votes or it any way behaved 
improperly — he didn’t need to. It’s just 
that the poll was inherently biased 
towards DD, Other believers in polls 
should take note. There may well be a 
place for fanzine awards such as these, 
but they must not be run by an editor or 
they will be nothing more than a farce, 


CATCH ME 
IF YOU CAN 


Next issue of White Dwarf is a must for 
any thief character. Jon Smithers lec- 
tures apprentice thieves in How To Make 
Crime Pay, and Olivier Legrand details 
the running of a Thieves’ Guild in Ban- 
ditry Inc. Stealth and an enquiring mind 
will help solve the problems posed by 
Castle in the Wind-—an AD&D adventure 
with an eastern setting. 

You‘re Booked!, White Dwarf's first 
article for Judge Dredd—The Role-Playing 
Game, covers an unusual aspect of the 
Justice Department. If you're contem- 
plating running a Golden Heroes cam- 
paign, then Pete Tamlyn’s Caped 
Crusades will provide some useful poin- 
ters. Finally, tragedy strikes in Glen Woe, 
a special Warhammer scenario from 
Richard Halliwell, author of McDeath. 0 


KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail 
game of Xenophobia, Conquest, and Space Warfare called ... 


CAPITOL _ 


BRITAIN‘'S MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! 


CAPITOL Features — 

— A strategic space warfare game, completely computer moderated. “CAPITOL is fast becoming the 
Approximately 35 players per game. ; ; 
Players design their own race's characteristics and description. standerd against which other space 
Design your own starships and build them at your star bases. 
Expand your empire and conquer other races. — With each rulebook you receive a set of 


warfare games are compared” 


An ‘advanced stage’ of the game introduces new technologies of overlays to use in mapping the game 
stargates and improved ship movement capabilities. and moving ships. 

CAPITOL's simplified order formats are easy to remember. No coding — Mapping CAPITOL is_ extremely 
your orders onto computer cards or other gimmicks. interesting, using the computer 
CAPITOL has an easy to understand rulebook, complete with printed maps you receive with your 
numerous examples. turn results, 

CAPITOL was subjected to the largest playtest of ANY commercial No due dates.CAPITOL allows you 
PBM game. Over 100 players played over 1500 turns of CAPITOL prior four turns per month. Most other 
to release. computer moderated games have the 
Runs on an IBM PC, using 512K. usual one turn every two weeks. 


KJC Games has been running Play By Mail games for about 5 years now and our 
reputation for giving good, exciting games and a first class service is second to 
none. Our team of professional Gamesmasters will usually reply to your turn with 
48 hours. 


To enrol in CAPITOL send a £6.00 cheque/PO/International money order 
payable to KJC Games. For this you will receive the Rulebook, setup and 
first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each 
additional 30 orders costs 75p. European players are welcome. Reply to:- 
KJC Games, PO Box 11, Cleveleys, Lancashire FYS 2UL. 


e 2K BIMGR,,, Also CRASIMOFF’S WORLD the fantasy campaign game withover 1,000 player parties 
¢* WORLD already participating. To enter send £5.00 for rules, setup, first three turns and copy of 
THE LARGEST MBMGAMEIN THE UK latest newsletter. Further turns £1.50 each. 


In EARTHWOOD, twenty-five players compete to 
be the ultimate ruler by controlling all the de- 
veloped cities, either singularly or with an alliance. 
A typical game will last about 18 months with the 
first knockouts usually starting after six months. 
Each player is either a king of a fantasy race or 
powerful charismatic character. Your character or 
king controls several groups each of which is totally 
independent of each other. You can recruit trolls, 
wildmen and others into your armies, and even 
control powerful creatures such as dragons. Your 
characters will capture and control cities, upon 
which you can spend gold to improve security, in- 
crease your workshop’s production, build defences 
and maintain and enlarge your army. With goid 
your wizards undertake magical research, learning 
new spells. Spies search out enemy strongholds 
and then attempt acts of sabotage, theft and 


assasination. These are just a few options available to a 
player in EARTHWOOD. 

EARTHWOOD is computer moderated but the 
turn sheets and replies are written in plain English 
so that you can easily understand them. No need 
to look through complex charts and code books to 
understand this game. 


To enrole in Earthwood send 
£5.00 cheque/PO payable to 
KJC Games. For this you re- 
ceive the rulebook, setup and 
first three turns. Future turns 
are £1.50. Send to KJC 
Games, PO Box 11 Cleveleys, 


Blackpool, Lancashire, , iF aie! , x oe 2 
GAMES nis i 
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WELCOME ON — | VISA 


Please mention White Dwarf when replying to advertisements. 


CLASSIFIED 


All classified ads must be prepaid at the rate 


of £1.40 + VAT (@ 15%) per line, or part 
thereof, display ads £2 + VAT per line. On 
average there are six words per line. se 
send copy and payment to White Dwarf Small 
Ads, 27-29 Sunbeam Rd, Park Royal, London 
NW10 6JP, making cheques/POs payable to 
Games Workshop Ltd. 

White Dwarf regrets that it cannot be held 
responsible for financial transactions arising 
from small ads. Readers are advised to take 
appropriate precautions before parting with 
any money. 


TAROT CARDS. Over 90 different packs. 

Full instructions, + books ~ magic, occult, 
earth mysteries, folkiore, psychic teachings, 
astrology, hypnosis & much, much more! 


Colour catalogue £1 ( refundable with first 


order). The Tarot Worksh 
WD3), 17 Kiln Lane, Hadfiel 
SK14 7AU. 


Party Packages. Costumes, accessories, 
chain mail, second-hand games, etc. Send 
stamp to 160 Hearsall Lane, Coventry CV5 
6HH for catalogue. 


(Department 
, Hyde, Cheshire 


Wanted players for new PBM game. Contact 
Dave, @ (0432) 761854. 


RPG Sale. Send SAE to D P Williams, 4 Cot- 
shore Drive, Shrewsbury SY3 6DL. 


White Dwarf 1-9, 14-18, 22, 23, 26-70. Mainly 
good/excellent condition, early issues fair/ 
ood. Also three binders. Offers with SAE: 
‘eter Gilham, 58 Balsam Fields, Wincanton, 
Somerset. 


| will customise your figures. SAE to Ergo 
Surgery, 13 Queensmead, Aylesbury, Bucks. 


MERP: 48K Spectrum RPC Generator, com- 
on with operating instructions, data for 5 
eroes and details of forthcomin re, modules. 
Send cheques for £2.50 (+45p P&P) to David 
Viney (of New Era Products, 5 Hintlesham 
Avenue, Birmingham B15 2PH West Midlands.) 


Anyone interested? E/fQuest Companion, 
The Sea Elves £4 apiece; White Dwarf 61, 
Imagine 23-4, 26-8 apiece (or £2.50 for all 
imagines together); rent Worlds Super- 
heroes issues (23, 30, 34, last two without 
scenario modules) £1 apiece, Post-Holocaust 
issue 33 with Morrow Project scenario £1.50; 
Miser’s Hoard (fanzine) 3-7 30p apiece. All in 
mint condition or near. Send cheque/PO or 
enquiry with SAE to Oliver Dickinson, 67 
Eastfield Avenue, Haxby, York YO3 8EZ (en- 
quiries more than 2 weeks after issue date are 
likely to be too late, on previous experience!). 


For Sale. Twilight 2000 and Krakow £20. After- 
math! and Into The Ruins £16. Both vgc. Sev- 
eral others. Send SAE to David Bell, Church 
Farm, North Kelsey, Lincoln. 


For Sale, 65 pee ious painted, £20 ono. 
® (0670) 818 


For Sale. Large No. wargames and RPGs, 
most 12 price or less. Send SAE to D Joyce, 11 
Davis Rd, Aveley, Essex. 


Selling Traveller £5.50. Contact Martin, 
® (061) 480 1352. 


Make Your Dreams Come True! Be the envy 
of your friends! Vaporise your enemies! Earn 
lots of money! Attract the opposite sex! Look 
and smell like Rambo! Uproot trees! Leap tall 
buildings! Get arrested! Unfortunately Sound 
& Fury 2 cannot help you do any of these 
things, dear reader, but as a role-playing fan- 
zine it's really _ good. Light-hearted arti- 
cles, humour, fiction, artwork and lots of 
other stuff, all for 60p (including P&P) from 
James Wallis, Manor House, Little Bealings, 
Woodbridge, Suffolk. Sound & Fury 2— get it 
or get hit! 


Sale or Swap. Samurai Blades swap for Truck 
Stop, Steve, @ (0843) 589 277/595 011. 


Free Dinosaur Hunting License with issue two 
of the thinking (?) person’s AD&D fanzine. 50p 
to Explosive Rune, 25 Heo! Glynilifon, 
Blaenau Ffestiniog, Gwynedd, 


Titan ,.. a new game aid for all frustrated 
dungeoneers. This program for the BBC with 
disc drives, offers the ultimate character 
generator, Titan produces the most complete 
character sheet for use with the ore rules 
including physical attributes and abilities plus 
spells, saving throws and possessions. Every 
possible combination and detail has been 
included in this mammoth (100K) program. 
All information can be printed or stored on 
disc. Available from Goldsoft, 42 Hallmores, 
Broxbourne, Herts. @ 467 957/445 886. 
Cheques/POs for £13.95 veoh i £12.50 
(407) payable to Ducalplex Ltd. 


For Sale: WD 34-37, 42-72 £50/offers. Also UK 
& USA Marvel comics. Austin, @ (0633) 894 525. 


Games Sale — RPGs, boardgames, books, 
magazines, kits, plastic figures, male Secs 
prices. SAE for listings: T Killelay, 32 
aon Huby, Sutton-on-the-Forest, York 


SMALL ADS 


Fire and Water — amateur PBM newsletter — 
for T&T and toa lesser extent (A)D&D. issue 1 
includes a T&T skill system, alternative com- 
bat systems, legends and more. Issue 2 
should be out by the time this advert appears. 
Only 40p from Andrew Hill, Brambles, 5A 
Echo Barn Lane, Farnham, ‘Surrey GU10 4NL. 


Bargains Galore. Traveller, RuneQuest, C&S, 
V&V plus many more. Matthew, @ (0604) 
37288, day, (0604) 720 124, evening. 


For Sale: (as new) Basic D&D, modules 83, 
01, screen, character sheets: £15. Floor Plans 
1,2; £3, RQ2: £10. Millenium: £15. Fellowship 
of the rs £15. Citadel 25mm: 40 mounted 
knights , 40 pike/spearmen £20, 20 half- 
orcs £8, 15 Crossbowmen £6. Free Ogres. 
Offers, # Maidstone 842 940 after 5pm. 


Dragon Designs presents: Dungece Walling, 
3-Dimensional interlocking Walls, hand cast 
i rng (for use with floorplans). Send £2.50 

P&P for sample 4 wall pack 10°x6". 
pias te hei ahs Or, send SAE +20p for 
more information to: lan Bullingham, 30 War- 
wick Rd, Ipswich, Suffolk. 


Teltext .. . the perfect way to run a computer 
moderated campaign in any games system. 
A complete screen Beosd database for the 
BBC with disc drive. It boasts disc utilities, 
outstanding graphics, simple word proces- 
sing and an emulator. Create your own mons- 
ter filing system, locations and personali 
files and store up to 396 screens on one disc! 
Available from Goldsoft, 42 Hallmores, Brox- 
bourne, Herts. @ 467 957/445 886. Cheques/ 
POs for £14.95 (80T) and £13.50 (40T) payable 
to Ducalplex Ltd. 


For Sale: Large range of 48K Spectrum 
games, all under half price. Ideal as Christmas 
presents. @ (0408) 21292. 


Sale. Thieves World, Star Trek RPG. @ Leices- 
ter 713720. 


Talisman Play by Post. Additional rules 
supplied. 3 moves per move. Send £3 for 
rules, information and a prompt gamestart, 
No more to pay until move 13. Len George, 32 
Chapman Crescent, Harrow HA3 OTE. 


T&T Solos, — 1-19 £1.50 each ono 
® (0953) 453 


Experienced and high quality painting. 
Figures painted, based, varnished etc to your 
specification. For more information send SAE 
to: Model Workshop, 33 Lén Tywysog, 
Denbigh, Clwyd LL 6 4AE. 


HELP 


Contacts, messages, non-commercial adverts 
(for free items only), wanteds and swaps may 
be advertised free up to 25 words. jer ads 
will be charged in their entirety at £1.40 + VAT 
per line, 


26 yr old wargame collector requires club or 
individual contacts in the Tamworth area for 
FTF. Mike, @ Tamworth 895 867. 


Incredible prices paid for Wyrm’‘s Footnotes, 
Foes, Gateway Bestiary. Can also exchange 
for other RO material, CoC scenarios, 
Ambush, TFT, Cosmic Encounter. Simon, 

‘® (01) 868 0406. 


James Blessing, try a VRF Gauss, it should 
prove effective. From Din Edhel (Silent Elf). 


Alex, you're a hobbit! 


Omnes Gentes Mundi, cavete pennatas 
legiones Alexandri Optimique Maximi. Mag- 
num iter ascendimus, sed dat nobis gloria 
vires. Androphagos VR. 


King Arthur Sourcebook wanted must be 
goed condition. Please write with offers to 
'hilip Macdonald, 7 Aider Close, Crawley 

Down, Crawley, West Sussex RH10 4UL. 


Playtesters for new roleplaying game needed, 
Putney/SW London. Graham, @ (01) 788 6501 
after 6.30pm. 


Partizan Press, leading publishers of books 
on the English Civil War, have joined with an 
ECW re-enactment regiment to put our 
experience and knowledge into practice. Any- 
one wishing to take part in military living his- 
tory should write to Partizan Press, 26 Cliffsea 
Grove, Leigh on Sea, Essex SS9 1NQ, fora 
free illustrated booklet. Newcomers and ‘old 
sweats’ welcome. 


ASCON V Yes, another great Ascon games 
weekend, on Sat and Sun, 16th-17th March. 
10am-9.30pm. £1/day. All your favourite 
RPGs and boardgames, computer games, 
pool, pinball, second-hand games sale, & 
snacks and coffee. Basement Flat, 70 Pem- 
broke Road, Corner of All Saints Road, Clifton, 
Bristol. All welcome. More details from Patch, 
® (0272) 423 549. 


Antidisestablishmentarianism is good value 
at 15p a word. Book of Ebon Binding (EPT sup- 
plement) wanted, Any reasonable price paid! 
Contact: Sam Dodsworth, 59 Temple St, Brill, 
Bucks HP18 9SU. 


Otterburn. | have Traveller and will play just 
about anything else. Please contact: lain Gill, 
Horsley House, Rochester, Newcastle-upon- 
Tyne NE19 1TA. Maybe form club? 


Vi a day keeps the m wagers at bay. The 
Vorpal Blade will fly true. Who cares about 
holograms. Thus Monty strikes first and quick. 


: Rhorph, Baihmir, Fohlaen, Petul- 
lya, Joe, Saenred and Balhere; your time has 
come! Nothing can save your jous 
Nerona from me now ... Spyder. 


Heip! AD&Der, 21, seeks club/group in Stour- 
bridge area. Also, will swap 1 SNOOADS tor 
DMG & MM. Neil, @ Lye 2529. 

Wanted A4 size and smaller strip-cartoons for 
new comic zine, Please write to: A Wood, 61 
Linzee Rd, London N8 7RG. 

Treasure Trap. Sneaky scout Steve the chauf- 


feur from Bolton contact Ben, @ (061) 440 
0486. Remember me from the 9 hr special. 


Marvona was a Trolllovingorbgrabbingtwo- 
conaemenninenmomtnoda ideafbadly- 
amie ingduckkissingpoorlyplayed 

Hlusionist. May that TDumtheadedborten ed 
mindlessogreoglerfloydfantonedeafso 
sheepfascistcommie Barbarian perish also. 
Beware faise paladin — the mouse will be 
pipe Shop at Ivors. From Lawholding- 

juyswordswingingdemondestroying- 

Sevil icon mezzodaemonmashingnyca- 
daemonkillingworldgreatesttotallysane Eins. 
{That's the last time anyone gets away with 
this kind of stunt! -Ed fr 


Croydon ongoing AD&D campaign requires 2 
new players of 19+ to play regularly one a Sun- 
day afternoon. Contact: Andy, Flat 4, 88 

Lower Addiscombe Road, Croydon. 


All the Goblins wish to thank Quark, Tremil, 
Sastridike, Vortigen, Dimitrius Il, Nosferatu, 
Battak, Karla, Enihpled, pg es Pies and 

everyone else who ordered. Hi, Mithryn. 


intrepid Morons Wanted!!! Aged 13-16? Pre- 
pared to spend a week of Summer 86 staying 
in Dorset? No? Sod off, then. Otherwise, you 
can star in the Goblin Slavepits amateur fan- 
tasy film!!! Send SAE to: Goblin Slavepits, 
Po id 96 Elfindale Road, London SE24 


Kudoa. Peasant! Peasant! Peasant! May your 

bo-stick be forever limp! (Not that you ever 

goin into battle aainweyl) leva. Kai and 
‘Show (The Anti-Peasant League). 


Help! 16 yr old RO/Traveller/CoC player seeks 
others of either sex, own age. Contact: Coral- 
nol, Seddon House, Shillingstone, Dorset. 


Stop it Felin and Fegolas. Middle Earth is in 
great danger! Get to Adornor, now! 


Wanted old Trek miniatures. Any RPG clubs 
in Cardiff? Tony, @ 399 077 ext 291, 9-5pm. 


The Free City of Jonstown would like to thank 
the Sartarite Liberation Front for their aid 
against the Lunar occupational forces. Viva la 
Joo-Junta! 


two groups wanted to form RPG club. 
12- fries rs and 15 to 20+. Plays AD&D, RQ, 
Traveller. Will learn others. @ (0222) 734 906. 


so. Wi “corbapeen! needed WDs 1-27, 31-47, 
_gordepers Be price. Thomas, @ (06845) 

Demented Male (16) AD&D/Traveller (likes 

Queen and Heavy Metal) hunts penfriend male 


or female. Contact: J Smith, Kesgrave Hall 
School, Kesgrave, Ipswich, Suffolk (England). 


Experienced Gamer (20), male, seeks attrac- 
tive female penpal. Plays RQ, AD&D, CoC, 
Traveller) etc. Contact: Tim, 2 Llanblethian 
House, Lianbiethian, Cowbridge, South 
Glamorgan CF? 7HZ. 


Is there a Live Action Role-Playing preecnee: 
tion out there? Please contact: M Aldridge, 
@ (01) 360 5868. 


Wanted. rans, nek Poster, in good condition, 
from new Talisman Expansion Set. Any 
reasonable price paid. Pam, Little Pickwicks, 
Newton, St Cyres, Nr Exeter, Devon. 


Warhammer — anyone in Readin: 
to set up a club? Marcus, @ 597 


AD&Ders in the Dunfermline area who are 
interested in forming a club please contact 
Paul, @ Inverkeithing 415 481. Must be sensi- 
ble. No restriction on age. 


AD&Der, Glasgow, 21, seeks club, group or 
players. Has lot AD&D equipment, campaign 
world, ideas. Desperate to play since moving 
north. Contact Steve, @ (041) 556 4276. 


Small York based group urgently needs more 
blood. We play most games with campaigns 
for C&S, RuneQuest, Traveller, Aftermath!, 
Sere & Stormbringer. Max, ® York 


area want 
5. 


Boo. Wanted: WF 12-14, DW1 and 2. Cheap 
and good condition, you know the ‘aig of 
thing | mean. Brian, @ (0888) 68757. 


Help! | must make contact with other gamers 
(AD&D, Traveller, GW, SF), Contact: Travis 
Lr ages 440 Cole St, Seekonk, MA 02771, 


Dungeon Crawler paints address wanted. 
Contact Lloyd Lewis, 17 Alma Tce, Aber- 
cynssig, Bridgend, Mid Glam. 


D&D (14) seeks foreign male/female 

penfriend, into Tolkien, fantasy, dragons, lan- 

guages. Write to: Richard Daly, 49 Bath Road, 
albriggan, Co Dublin, Eire. 


je. Camel for sale, one previous 
owner, a little old lady who only used it on 
Sundays. Enquiries to Hasan Wholesale, 39 
Street of Fools, Mechir. 


Basic D&D, Bushido, Star Frontiers for 
Warhammer 2, Golden Heroes or MERP. 
Send to: Martin Fanning, Elaghbeg, Burnfoot, 
Lifford, Co Donegal, Ireland. 


Ware the Moon Azagar Monarch the First, 
Khméan Sullador lives still! I'll mrtog You up 
higher than the crows yet, my son! And poo!! 


Elras Goldenbrow wil! buy drinks all round. 
After all inarok is just another day and 
can’t be as bad as John the Paladin’s breath. 


Red Dull moon, warrior monk of Angmar chal- 
lenges Gronda Axehead warrior of the Unholy 
Bloodbath to Mortal Combat next Saturday. 
Starfleet Command. Attend Starfleet Academy 
and rise in rank. Exchange ideas on Star Trek, 
Write to: George Campbell, 43 Marius Road, 
Balham, London SW17, 


Watford/Bushey/Stanmore AD&Der (19) 
seeks to join/form local group, Please write to 
lan My rag 214A St Albans Rd, Watford 
WD2 4A! 


pace nape may the new year bring luck anda 
air, You bold little any way it comes 
gnome. Look you're famous now! Chris. 


I beg you, send me articles, scenarios, artwork, 
cartoons fora new zine. Contributions to Dylan, 
130 Epsom Rd, Guildford, Surrey GU1 2PT. 


14 yr old Golden Heroes and AD&D player 
desperately seeks fellow players in the bath 
area. Write to Oliver Coombes, 32 Myrtle 
House, Snow Hill, Bath BA1 6DF. 


DM (16) requires players in the Hastings area 
to participate in AD&D, RuneQuest, Traveller 
etc novices and expert, any age welcome. 
Contact in person/mind or soul: Steve, 28 Bat- 
tle Road, Hastings, Sussex (No hack & siayers 
or confirmed pacifists please.) 


Wanted. RuneQuest GM with scenario ideas. 
Write David Farrell, 6 Glenavon Park, 
Loughlinstown, Dublin, Eire. 


Wanted WD 50-52, 60-62, Contact: Kevin 
Taylor, Oakiodge, Aston, Wem, Shropshire 
SY4 50J. @ Wem 32205. 


Help two experienced AD&D players wishing 
to start club in oe: ai Area, Barry, 
@ Basingstoke 460 157 


Female penpal wanted. Into Tolkien, Lovecraft, 
role-playing and rock. Age 17 or over. Con- 
tact: Michael vg ert 245 Connsbrook 
Avenue, Belfast BT4 1JZ Northern Ireland. 


Kingsnamir Shadowest and Jarak the Barba- 

rian are going to be killed by 3-4,000 muscular 

jeuged. plaited bearded big Dwarfs. Luv 
ordilain. 


Horsham (Crawley) area. Fellow berserkers 
required for =< of Warhammer, AD&D, 
with view to orig weekly club, Over 16. 
Contact Danny on (Horsham) 59290, 


Cthulhu, Essex. Anyone in the Southend area 
(especially Wickford) willing to okt or Keeper 
Cail of Cthulhu on a \ong-term basis please 
@ (03744) 69458 evenings and ask for Dave. 


Belfast Area (Sydenham). Three mature male 
role-players (15-18) require female role- 
players to play MERP, , AD&D and more. 
Our intentions are honourable. Contact 
Michael, @ 673 248. 


Swap. Psycho-maniac Geek Gordon wants 
MEFP for Battlecars and Lone Wolf 1-3. Will 
kill to get MERP! Contact Andrew Fox, 

@ Seaton 22398. 


Midge drop dead, Donrag rot in Hell, 


Idaho beware, | am watching you 
carefully, Brodrig Goldenhorn Ill Senior. 
inexperienced, 31 yr old (almost senile), 
player would like to play D&D, CoC or MERP 
in Hertford/Stevena jarlow/Enfield area. 
John, @ (0920) 67007. 


— Players, GMs needed for club in 
Streatham. Play D&D, ), MERP, 
will try anything. Sajid, @ 769 7327 after 4 pm, 


Wanted. Fairly serious players/DMs to 
expand AD&D group, Bognor/Chichester area 
ages 16-20 (roughly), Gi awk & other cam- 
paign. Mike, @ Bognor 825 767. 


Tuor and hopefully Geoff will hopefully be 

there at Gamesfair ‘86, See you there Lannon, 
Bannor, Gothmog, El Cid, Nameless, Fearless 
Freddie III, Cerrin (RUC), Richard H, Leprechaun. 


Wanted, Boxed Snapshot in good condition. 
Will pay. Is there any AD&D, Traveller, Star 
Frontiers or Gamma World life in Westmins- 
ter, aged 11-13? Nick, @ (01) 828 9739. 


What's horrible, slimy and kills 15 heads of 
state in one minute? Will it go after the good 
BO? Stay tuned. 


15 yr old wants penpal (male or female) to 
chat about life, RPGs and anything else, Write 
to Dave, 44 Roseway, Stoke Golding, 
Nuneaton, Warks CV13 6HQ. 


22 yr old wishes to form a small friendly 
group of players in North Hampshire area, 
with sandwiches and refreshments provided. 
One evening a week. Cal/ of C, AD&D etc 
18+. DM most welcome. No experience 
necessary. Nick, @ Bordon 8316. 


Penpal Wanted. Swedish 18 yr old male seeks 
British role-playing penpal. | referee an AD&D 
coe: and also ews we C&S, Role- 
master, Wargames, Write to: Tomas Hégstrém, 
Holav 3B, 561 39 Huskvarna, Sweden. 


S watch out; Percival the toothless vam- 
pire is on your trail, 


1, Kaonto Mondul do look for the thief 
Gaombo that left me with 65 orcs (Other- 
world) to challenge him in a fight to the death! 


Wanted Penpal, | am age 13, into D&D, AD&D, 
CoC and Tolkien, Write to James Rochfort, 17 
Ht 0 Way, Ounelle, Near Peterborough PE8 


Newcastle U Tyne. Player (18) seeks clubs 
in area—AD&D, RuneQuest, Traveller. Derek, 


‘® 329 309. 


Does anyone play Golden Heroes?!? Novice 
Hero/SS seeks game/players in Surrey area. 
Can travel. Call Jason,@ Oxshott 2955. 


London SW5 Experienced DM (AD&D) need 
adult (18+) for some unex, 
adventures in Middle-earth and Krynn. Want 
also to try Traveller. Edward, @ 373 9309 
(Room 8). 


Lone Wolf unpainted boxed set Giak Attack 
wanted to swap for unpainted boxed set of 
= Dungeons & Dragons. & Penarth 705 


Corrin Alunson is peed to proclaim the 
foundation of the Kingdom of Lankharia. Vic- 
tory to the Alliance! 


™ to Neon ‘Belakk’ McConnel, |, Pete 
(Olivas Chantrip, Cleric) have purchased a 
+10 ho aft “hang vest; PS Annie, Welly 
beware the killer dungeon. 


role-player seeks others 
interested in bai in of serious ‘multiver- 
sal’ adventure living in Catford/Southeast. 
Contact Jae Campbell, Room 19, 185 Dart- 
mouth Road, Sydenham SE26 4RJ. 


Required. Titan Books, Cursed Earth One, 
Robo Hunter One, Judge Child One. Either 
individual 
@ (0244) 


Wanted: RuneQuest materials. Contact L Sal- 
ter, 4 Leybourne Ave, Levenshulme,’Man- 
chester M19 3FG. 


Help! D&Ders seek ienced players/DM 
a 12-14 to join club in Norwich Area. Also 
play Warhammer and MERP. Contact Olly, 
® Norwich 58746. 


Saavert the Petal Throne. Player required 
for rds & Glory campaign in SW12. Meet 
roughly once a week. Servitor of Vimuhia or 
Ksarul favoured, though any Tsolyani citizen 
of good clan and noble spirit may apply. 
Dave, @ (01) 673 5175, 


Hermit, could we,get together, but don’t tell 
Simon. |'ve lost the addresses mine is 166 
Crabtree Lane, Sidemoor, Bromsgrove B61 
8PH. Pete the Plonka. 


Sanio! Sontas, Zatrans and Do-gooders. 
Beware, for the Joo-Janta now are ready. 
Paper Tiger, Hawks Elite, Trask of Traskon 
Unite, Fidel Defensor you're first! 


Additional Piayers, 19+, sought for new AD&D 
campaign, North London. One PC dead so far 
(dissolved). Contact Peter or Andy, @ 809 2531. 


Announcement: Theleb you're sacked. Take 
your magic books and a hike. We don’t want 
a demented old creep in our midst, oozbv 


.eedom of the Stars players, your attention 
please. The Stainless Steel Gerbil strikes 
again. Devlin, 032.1102. 


or together. Contact Graham, 
977. 


SMALL ADS 


Danskere. Desperat 14 drig creng seger 
AD&D, D&D, Bushido gruppe i eller ved Hel- 
singgr kommune. Er villig til at laere andre 
RPG. Kontakt Martin, @ (02) 217 754. 


To Nestor and Rambo. Prepare to have your 
insides spread all over Mogloth. You shall be 
hunted down and killed like the dogs you are. 


Help! Seasoned adventurer/GM seeks adult 
and intelligent gamers in Lymington (Hants) 
area. Will/can play nearly anything & willing 
to travel, Mark Ryan, @ Lymington 43422. 


Experienced adult AD&D piayer/DM needs 
group to join in the Rochester Maidstone area. 
‘ontact Tony Sawyer, @ Medway 241 912. 


Help! GM/Player has recently moved to the 
ponds J area and wishes to find 
other players/GM in the area, Dorran, 

Bi ) 371 315, 


Avon lives — only the good die young! 
Remember Blakes 7? Please write to Frances 
Tucker, 10 Chesterman St, Reading RG1 2PR 
® (0734) 595 394. 


Female adventurers wanted for Dungeons & 
Dragons group. Must be 14-17 years, live 
between Doncaster and Scunthorpe, have 
access to transport on Saturdays. Luke 
Matthews, @ 873 588. 


Hello! 12 yr old interested in D&D and other 
RPGs seeks English penpal same age. Please 
write to: Andreas Johansson, Benvedsvagen 
15, 56138 Huskvarna, Sweden, 


SW London: Adventurers, heroes, judges or 
investigators needed! Or DMs, referees etc. 
Wandsworth area, ages 15+. Cail Damon, 
@ (01) 947 4786 for AD&D & more! 


Isozine, not a hardware zine, but discussion/ 
personal zine, is looking for thoughts and 
opinions, particularly from abroad. Andrew 
Fisher, 2 The Limes, Hitchin, Hertfordshire. 


Are you alive? Do you live near Farnborough. 
| want to start up a club. Age 13-16. Any sex. 
Write to Appollo the Greek, 42 Salisbury Rd, 
Farnborough, Hants GU14 7AL and include SAE. 


To Maureen: Dwarfs are the greatest lifeform 
of all time. Death to the ultimate feminists. 
We're coming to get you. CD. Please reply. 


Why co people keep walking into Steve's cot- 
tage and asking for cream teas? 


Luss Ironforge would like to announce that 
Fenris Wolf is a mad axe gnome and as such 
is just another piece of Dragon fodder. 


Hamfast Hornblower’s Hobbit Heroes 

slaughtered Arguth Twoswords regiment of 

hobbit murderers 40-0 and killed the evil gob- 

iin Arguth himself. Long live Hamfast 
jornblower. 


Wanted, any Traveller stuff, also Laserburn 
stuff. Public note, Nic, this is no guff. Michael 
Mac William, @ Belfast 612 083. 


The Fellowship of the Eye (namely Compt 
Sidrel) announces that it challenges all of the 
Evil magics. Are we allies Regnak Longstrider 
Half-Elven? CS. 


25 yr old T&T DM (full Sompeient and AD&D 
player seeks others in the London area. Con- 
tact: Ray Hulley, 57 Mirabel Rd, Fulham SW6. 


Beware Firman! Yig awaits! Januss Smith is 
not dead! Quezocoat! will rise! The snakes 
will swarm over Birch Tree Grove! SSS 


N Ireland, 3 experienced AD&D, MERP 
plavess seeking players in Belfast, Holywood, 
jangor to form club, Ages 13-16. Stephen, 

® Belfast 761 302. 


You may have destroyed Providence, yet 
peo like we arise glorious from its ashes. 

ike the Lernean Lizard, every blow serves 
only to strengthen us. 


Winchester, 16 yr old gamer seeks other gam- 
ers in immediate area: CoC, MERP, RQ2, 
Bushido. Almost anything bar TSA games. 
Steven Milligan, # Winchester ‘ 


Orian and Cydellion Viperbreath have reun- 
ited with Sheesha neck slasher, together, they 
will defend the village of Dellador from the 
evil hill giants! 


Debenhams wil! win and get all the treasure. 
Harrods is a dumb blonde, the dwarfs can’t 
fight and the cleric is on, sed for the 
occasionat application of his rod (of healing), 


Sheffield. Help. 15 yr old male role-player 
seeks RuneQuest, Traveller, D&D club, Please 
ring John, @ 341 378. 


Seu ! Can anyone help 72 idea-starved 
pemery rite to; 08153253 App Tech Cun- 

, of Q8153219 App Tech Walsh, 146 Entry, 
Apprentice Squadron, Royal Air Force Cos- 
ford, Wolverhampton wv) 3EX. 


Wanted AD&D PM and DMG pay £6 each or 
swap for D&D Basic, Expert and Companion 
sets. @ (061) 797 0288. 


Wanted: AD&D players in the Brislington 
area of Bristol to form a club, Everyone wel- 
come. Contact: Colin at 26 Woodside Road, 
Brislington, Bristol 4 or @ 773 035. 


Sex: now that! have your attention is anyon 

interested in starting a club in the Grays Thur- 
rock area (18+). | play AD&D and CoC but! am 
wiking to play anything. Ask for lan, @ GT 384 


Desperately needed — pure strain or mutated 
humans to consider role-playing club, Write 

to or visit Lord Ettienne-de-Hastings: 28 Bat- 
tle Road, Hastings, East Sussex. 


Wanted: First Citadel Compendium, orcs, 
goblins; Ral Partha Elf Chariot, Orc War- 
machine and Best of 2000AD Nemesis Book 
One. Contact Chris, @ (08444) 5655 after six. 


RIP Walter Shacklock the two-orc-slayer, he 
killed Aldor fair and square and turned a blind 
eye to the revolting peasants. 


American male (20) seeks contacts in Britain, 
plays AD&D, D&D, MERP. Alfonso D J Alfonso, 
11411 SW 42 Terr, Miami, FL 33165, USA. 


Oops! Nicola Smith of Peterborough forgive 
the Paladin, he is very sorry, and loves you! 


Needed, /magines 2,11, 13,17, 18, 19,20. 
® Telford 593 204, 5-6pm weekdays. 


Cthulhoid Miller get in touch with Dagon as 
you didn't send your address along with the 
order for issue 9.—Carl Ford. 


Wanted: Artists & writers for comic strip fan- 
zine, called Esoterica. Will be paid in free 
issues. Also wanted is fiction. 10 Vinecourt 
Road, Sevenoaks, Kent. 


Hack n Slay! Nor us. Severe RPG starvation 
suffered — two serious players need games 
now! Any system (even D&D, we're not 
fussy). Contact Chris, @ Medway 404 193. 


Tareaux. Trouble with an old flame? Cthugha 
will be only too happy to help you out. Soon, 
When the stars are right. .. (Nyarlathotep) 


Players needed to play the Blue Orb in the 
Cardiff area @ Cardiff 564 149. 


Dexis S 
inefficient, useless, bumbling party, espe- 
cially Dorgoth Bottomwipe who hides a 
broom under the red for unknown purposes. 


shadow spits on the rest of his 


Wanted female penpal (18+) by Amergin 
(Ande) the Cosmic Druid (20) a servant of fate 
in Mournblade, Contact: Mill House, Mill 
Street, Colnbrook, Slough, Bucks. 


1 Klara the Demonist, request the presence of 
surviving members of the Irillian cam- 
pe an back in that city after the mocks. 
eantha beware, 


Swap Star Trek /Il Ship Combat for 2 AD&D 
modules. Andy, @ Hull (0482) 54695. 


Fantasy Artist requires work, Anything witha 
fantasy, horror or sf theme. Contact: Stuart 
Robertson, Helensfield Poultry Farm, Bun- 
galow Number 2, Clacks, Scotland FK10 4JA, 


Frodo Brandybuck, prepare to die, Death to 
the fur foot! 


Warhammer — anyone in Reading area want 
to set up a club? Marcus, @ 597 065. 


Desperately gen Fano Companion 
and Questworld, to buy or borrow. Name 
your price, Peter, @ (0502) 714 189 after 6pm. 


Sir Lamorak and Anthrax Ghoulshadow, half 
ore extraordinaire, thank attendees 14/12/85 
especially Baby Jane ‘Hairy Feet’ Hobbit, Con- 

ratulations Poison and Putrid —finally mar- 
ried! Hi to Mithryn Sal. 


Help 13 yr old boy seeks club, around North- 
ampton, to play D and MERP. @ North- 
ampton 67395. 


fuvatar the Paladin is dead. Poisoned, dis- 
membered, bitten, pickled. No flowers — 
donations to any Lawful Good temple. RIP. 


Jonathan Raven (Paladin) would like itknown 
that Josh Ravenhawk is an orc-related 
namestealer, thy death awaits thee, face it 
with honour. 


Swap. imperium, Gettysburg, Korsun and 
Dark December for Cross of Iron and Crescen- 
do of Doom. Steven, @ (0294) 823511 
between 5-6pm. 


Oy! Peter from the Potteries, us orcs want 
your blood, 


pct poem D&D player desperate to join 
any local groups. Merthyr area. Willlearn any 
games. % 73688. 


Beginner (maie, 27) new to RPGs, would like to 


meet like minds in Barnsley area. Has MERP 
a will learn anything. Simon, @ (0226) 295 
709. 


insane hippy magic-user (male — aged 16) 
seeks females. Contact lvan: 55 Scott Park 
Road, Burnley, Lancs BB11 4JR. All replies 
answered (‘man’). 


14 yr male seeks to play/learn MERP &/or 
Warhammer. Robin Forder, 7 Uplands, Crox- 
ley Green, Rickmansworth, Herts WD3 4RD, 


Sir Lamorak, formerly of Cranbourne. Good 
luck in Bristol and goa is from the herald 
to the court of the Faerie King. 


Congratulations to Wolvesbane, Ranger of 
the West, on the completion of his quest to 
find the Necklace. Long may you slay Orcs! — 
Borwin. 


Wanted. RuneQuest Deluxe, will swap for 
PHB, MM1, UK1 Beyond the Crystal Caves, 
The Traveller Book, Books 4, 5 & 6, Disappear- 
ance on Aramat. lain Laing, @ (0436) 820 272. 


Experienced and keen AD&D player (19) 
desperately seeks other Fae in the area. 
Contact Nick Ebdon, 35 Evergreen Road, 
Frimley, Surrey GU16 5PX. @ (91) 25989. 


Penpal. 15 yr old boy interested in fantasy and 
Superhero RPGs wants penpal. Contact 
David, 12A Hale Rd, Heckington, Sleaford, 
Lincs NG34 9JW. 


Wanted, Ist Compendium and figures. Also 
swap Battlecars for AD&D material. Contact 
Clint, # (061) 494 1899. 


Frontier Worlds, a national Laserburn club, 
needs members. If interested write to Alex 
Richardson, 2 Hopewell Road, Baldock, Herts 
SG7 5AA. 


Sala/Genesis/ ... Due to a car accident I've 
lost all PBM material (CW, SE...) including 
all addresses. |’m OK now. Fellow PBMers or 
at least the GMs please contact me: Michael 
Vermeersch, Floralaan 5, 8400 Oostende, 
Belgium. 


Elven Bard, American, seeks British pen 
friend (16+, pref female) fanatically into Tol- 
kien, AD&D and fantasy art, Write: Steve, 
1215 Grelle, Lewiston, Idaho 83501, USA, 


CLUBS 


Notices are free up to seven lines length, if 
drawn up to the standard format (Location, 
Name, Games, Time, Place, Contact). Com- 
ments and extra lines cost £1.40 + VAT per line. 


RIPLEY 

Ripley Rangers APG Club 

Games: All. 

Time: Mondays & Wednesdays 7-9pm. 
Place: Ripley Youth Club, Peasehill, Ripley. 
Comments: Ages 12+. 

Contact: lan, @& (0773) 49883. 


FARNBOROUGH, HANTS 

North Farnborough Wargames Society 
Games: RPGs & Wargames, 

Time: Friday eve, 6.30-10.30pm. 

Place: Elles Community Centre, Farnborough. 
Comments: Age 16+, all welcome. 

Contact: Paul, @ Byfleet 40207. 


POYNTON, CHESHIRE 
New Club 

Games: D&D, Judge Dredd, Warhammer, 
Time: Every 3rd Sunday. 

Place: Poynton Civic Hall, 

Contact: Ronnie, @ (0625) 875 157 (eves). 


BURNTWOOD/CHASETOWN 

Fantasy Games Club 

Contact: Martin Harris, 40 Birch Ave, Chase- 
town, Walsall WS7 8TQ, @ Burntwood 75550. 


LEICESTER 

New Games Club 

Games: MERP, RO, T&T and any others you'd 
like to bring along (Fantasy Board Games incl). 
Time: To be arranged. 

Place: Players’ homes (until larger premises 
can be found), 

Comments: New and experienced players 
welcome. Experienced DMs for RuneQuest 
urgently required. Age 18+. 

Contact: Paul Saunders, 208 Thurncourt 
Road, Thurnby Lodge Est, Leicester LE5 2NH. 


PRESTON 

Preston & District Games Club 

Games: AD&D, Traveller, and just about any- 
thing else. 

Time: As arranged (weekends). 

Place: As arranged. 

Comments: All welcome, average age 18. 
Contact: Pete Thompson, 60 Beechwood 
Avenue, Fulwood, Preston, Lancashire PR2 
3SE or & (0772) 729 647. 


SOUTH MANCHES 

New Club starting 

Contact: Gary, @ (061) 437 6835 or Brendan 
(061) 437 4681. 


NORTON, N YORKS 

Norton Wargames Club 

Games: All. 

Time: Wednesday, 7pm. 

Place: The Assembly Rooms, Malton. 
Comments: Minimum age 14. 

Contact: Nic Robson, @ Malton (0653) 5281. 
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Axles Armies 


ae FANTASY ARMIES 
£19.70 + £1.30 Pap 


MEN OF THE ORIENT - MEN OF THE WEST - DWARFS - GOBLINS - 
ORCS - an: cone UNDEAD - SKELETON - BOARFACED ORCS 
m FANTASY ARMIES Good and Evil 
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4, MERCENARIES. SPIES AND 
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MERCENARIES STORNHAVEN]™ 
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Adventure 


“Cardboard Heroes” 


INC P&P 


PPP 


lablegames 


-suppiiers of all table & board games 


37 Fisherton Street 
Salisbury, Wiltshire SP2 7SU 


Tel: (0722) 332955 


RITZ TOYS 
100 Queensmere 
Slough, Berks. 
Tel: SLOUGH 30678 


Open Mon-Sat 9.00-5.30 


Large selection of D&D, 
RuneQuest, Traveller, Citadel 
Miniatures, Boxed Fantasy & 

Science Fiction Games. 


GUARDROOM 


rave fy Includes Gu; a rdroom, ee ! 
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COMPLETE RANGE OF 
GAMES AND FIGURES. 4, 
“The Friendly Games Shop” 


Axle says: oe 
WHY NOT 


VISIT THE 


AND SEE OUR 


The 


x Y 7 
RRP £12.45 38 WEST ST., DUNSTABLE. ear Tis 
OUR PRICE £9.95 Tel: (0582) 606041 nA t Aart 


[highly recommend you invest in a copy -“Different Worlds”| 2 miles from Junction 11 on the M1 Li 
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Hniversity of Bristol and Lincombe Barn 
Bi] argames & ocieties P resent 


REVEILLE ‘86 


Students’ Union Building, ®ueen’ sR oad, Bristol 
1st/2nd March 1986. Boors open 10-5. 


* Trade Stands 
* Bemonstration Games 


* Participation Games 


* 3B argumes Competition 


* Competition Bungeon 


* Bring and Buy 
* Bar and RK efreshments 


Enquiriex 
Roger L. Comber 
‘WM arlenfood’ 
43 Bavids R oad 
Knowle 


Bristol BS14 9IL 


Please mention White Dwarf when replying to advertisements 


POST PACKING 
RATES 
30p minimum, 
unless stated. 
Overseas 
60% air mail, 
15% surface. 


HEROES 


MINIATURES 


OFFICIAL 25mm 
LASERBURN FIGURES 
All 60p unless stated 
LB 100 Law Oficer with Pistol 


Send SAE for list =< 
S.F.M. SPACE FIGHTERS (75p each) 


Falcon 
Starglider 
C14 (Fantail) 
Condor 


7 Waverley Place, 
Worksop, Notts. 
Tel: (0909) 476128. 


SF9 Phoenix 
SF10 Voodoo 
SF11 Corsair 


DOCTOR WHO FIGURES 
40 mm range 


Pack of six 
Cybermen 
Pack of six 


£4.50 


Sontarans 
25mm range 


Dalek 
Sontaran 
Choice of seven 


MK6 Cyberman 
Draconian 
Peter Davidson 
Turlough 

Dalek 

Tardis 
Sontaran 
Raston Robot 


80p 
80p 
80p 
80p 
£1.30 
£3.50 
80p 
80p 


£4.50 


60p 
50p 


Jon Pertwee 50p 
MRURZ MERCENARIES (Giant Felines) 2 ~ <gfbm 
with Slug pistol & Force Shield 45p 

with Machine Pistol 

with Blaster Rifle 

CENTALONS (Feline Cenaroids) 


with Blaster Pistol & Force Sword 60p 
with Assault Rifle 


THULGS (Giant Lizardmen) 
Bounty Hunter with heavy Gyro- 
pistol & Power Mace 

Bounty Hunter in partial light 
armour & Gyro-pistol 


GORGROY 


* 


OR ans 
OR ans RANGES 


Gigantic winged lizardman & Blaster £2.50 
VROOF (Winged canines) 


with light XR laser 
with Force blade 


65p 
65p 


PO BOX WISBECH CAMBRIDGESHIRE 
TELEPHONE ( 0945 ) 581582 


25mm PAINTED FANTASY 
FIGURES EVERYONE CAN AFFORD 


Asgard, Essex, Minifig and Grenadier etc). 


8) Rignaer wrens 
BB Noble Warr 
Dwarves J ernaut CW Crew (4 figures! 


B13 Wollrider' CW Wolf 
S7 Complete Syst Army (60 figures 
BS Warnor CW Clu 
BB Warnorwith Bartle Axe 

$2. Undead War Elephant CW Crew 
823 Golgoth Lord of Balrogs 
B31 Emperor Dragon 


Gnome 


Goblins 


O 
Skeleton Warriors 


Monsters/Creatures 


Please send £2 for a painted sample figure plus our 40-page catalogue to 
Fantasy Minvatures, PO Box 26, Wisbech, Cambs 


John (& Julie 


201 Milton Road (opposite Renault Garage), Southsea, 


Hampshire. Tel: 0705 755459 


We stock:- 


DUNGEONS & DRAGONS, CITADEL MINIATURES 
& PAINTS, TRAVELLER, WARHAMMER ETC 


Open 9am—6pm MONDAY-SATURDAY 
Early Closing WEDNESDAY 1pm 
Discounts on Group Purchases, 


Please mention White Dwarf when replying to advertisements 


Fantasy Miniatures 


The painted figures sold singularly or in their sets. Prices listed 
include the cost of the figure, painting, authentic basing, 
scenically textured, and varnishes for protection in matt or 
gloss varnish. (Figures are by major manufacturers ie. Citadel, 


PreeCodeA £100 


Ses>r08ard> 


LB 502 Mercenary with SMG 
LB 314 Crewin armour+Support 
Bolt Gun 
LB 401 Redemptionist with Laser Rifle 
LB 417 Disciple in Power Armour (70p) 


SZITHKS (Reptillian Aliens) 


Male War Bird (with wings 
& rider) 

Female War Bird (no wings) 
& rider 

Szithks Commando 

Szithk with D-Bolt Gun 
Szithk firing Projector 
Szithk with Pistol 


FROOGS 


£2.75 


£1.95 
40p 
40p 


40p 


Officer with Hand Scanner 
Gunner 

T-Beam Gun 

Froog in Power Armour 
Froog with D-Bolt Gun 

Froog ground skimmer & driver 
Ground skimmer only 


HUMANS 


Pirate Captain 

Pirate with Assault Rifle 
Pirate with Laser Pistol 
Pirate with Force Blade 
Adventurer & Laser Pistol 
Adventuress & Laser Pistol 
Female Bounty Hunter 
with Pistol 

Male Bounty Hunter 

with Rifle 


£1.00 
£40.00 


Devestater 
Phantom 
Crusader 
Dauntless 


SF12 Eagle 
SF13 Viper 
SF14 Kestrel 
SF15 Vindicator 


GROUND ATTACK VEHICLES 
MP1. Cub with anti-tank cannon 
MP2. Cub with Pulsar cannon 
MP3. Cub with Field Generator 65p 
MP4. Rhino + Heavy Pulsar £1.00 
MP5. Rhino + Hellstreak cannon £1.00 
MP6. Rhino + Heavy Anti-air gun £1.50 
MP7. Hippo + Light Pulsar cannon 90p 
MP8. Hippo + hellstreak cannon 90p 
MP9. Hippo + Medium Anti-airgun £1.20 
MP10., Hog + Light Pulsar cannon 
MP11. Hog + Hellstreak cannon 
MP12. Hog + Light Anti-air gun 
MP13. Hog A.P.C. 
MP 14. Hog Sap ed A.P.C. 95p 
MP15. Elephant (heavy assault tank) £1.75 
MP16. Rhino + Plasma 

sphere launcher £.120 

£1.60 


£1.60 
£1.70 
£1.75 
£1.45 
£1.40 


£1.50 
£1.00 
£1.10 
£1.10 


65p 
65p 


CB1. Lizard Weapons Platform 
CB2. Lizard Anti-air (light) 
CB3. Lizard Anti-air (medium) 
CB4, Lizard Anti-air (heavy) 
CBS. Lizard + Hellstreak cannon 
CB6. Lizard + Field Generator 
CB7. Lizard + Plasma 

sphere launcher 
CBB. Strider + Anti-tank cannon 
CBS. Strider + Pulsar cannon 
CB10. Assault Strider 


REAL Lire ROLE-PLAYING IN THE 
NortTH-West of ENGLAND 


Send SSAE for booking form & details 


NOW! 


To: Steve Gibson/Steve Turnbull, | Scarisbrick Rd., 
Burnage, Manchester, MI9 2BT 
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\ At the VIRGIN GAMES CENTRE, 
we’ve gone to great lengths to 
, bring you the best. We've 
travelled the ENTIRE PLANET 
in order to acquire the WIDEST 
POSSIBLE RANGE of...Science Fiction 
Fantasy Games, War Games, Role- 
Playing Games, Fighting Fantasy 
Games, Books, Magazines, 
Miniatures, Paints, Dice, 
Accessories and Model Robots. 


Everything you could want — 
plus a host of games you never 
) knew existed — and a 


~ NE knowledgeable staff to 


act as your guide. 


it 


100 Oxford Street, London W1 - 172 Union Street, Aberdeen - 28/32 Union Street, Glasgow - 98 Corporation Street, Birmingham : 
94/96 Briggate, Leeds - 18 Merchant Street, Bristol - 157/161 Western Road, Brighton. 
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Highly polished solid 
pewter buckles, ear- 
rings, & pendants (with 
polished silver 17” 
chain). Solid bronze & 
sterling silver rings. 
{e) ° ie) 


Antique 
Brass Plate 
Axe on Thro 
4.99 


Earring 
£3.50 


Necromancer 
Bracelet 
Sizes: 

Small. Large 
£9.99 
Bronze Wire 
Bracelet with 
Cast Pewter 
Fastner 


Leather Throng 
without Pendant 


P.24 
Druids arrow 


P.11 
Double 


= Guardian Snake 


Detail shown is a P.22 Pendant Axe 
top view of the £3.99 or E.12 4. Pendent 
Earring £4.50%" £3.99 


oc 


Guardian 
Two- Tone 
P.23 ae 
Az C.9 Broach 
FE Lo or 
Gilt Plate 


Dragons Claw Holding 
Austrian 


Crystal Snake 
= Pad £7.99 Earrings 
P.13 £3.99 
Pendant =e : 
or : : 
E.20 Skeleton Live Hand é 
Earring P.16 Earrings Gilt Pin Broach 
£4.99 Maltese Cross £3.99 sos oe 
Pendant | 
£3.99 ’ Sein Reider’s 
PJ . eaper 
Thor's Hammer / Earrings 
Pendant i £3.99 
£3.99 


cr’ 


B.2 Lovehunter 
1%" Buckle £6.99 


B.1 Tempress 
ie Buckle £5.99 


: Black 1%" 
'- Chaos Leather Belts 
é Runesworld (without 
Ks P.2 Pendant % Buckle) 
hy or S, Mor L. 
Ee E.2 Earring £3.50 
£3.99 
C.3 
Tarantula 
Gilt Pin Broach 
£3.50 
Dungeon Dwellers FAST MAIL ORDER 
© Post and packing order 
Pack 1 Basic Dungeon Adventurers £ £1.99 Pack 9 Heroic Fighters £1.99 . Coates uibtonianis tcmeiaisibealia ted 
Pack 2 Basic Dungeon Adventurers £1.99 Pack 10 Orc Warband £1.99 © Price list sent with each order. 
Pack 3 Demi Human Adventurers £1.99 Pack 11 Old English Dragon £4.99 
Pack 4 Female Dungeon Adventurers £1.99 Pack 12 Masked Mercenaries £1.99 I!) NEW CATALOGUE !!! 
Pack 5 Female Demi Human Advs £1.99 Pack 13 Balrog £3.99 AVAILABLE LATE NOVEMBER 
Pack 6 Goblin Terrorists £1.99 Pack 14 Tomb Sentinels (skeletons) £1.99 12 full colour pages with FREE EXCLUSIVE (not for sale) Pewter ‘Alchemist’ 
Pack 7 Monsters £1.99 Pack 15 Graveyard Fiends (undead) £1.99 Skull and Rose Pendant/Earring/Talisman. Normally £3.50! Send £1 plus SAE 
Pack 8 Wraith Rider/ Pterodacty! £2.99 Pack 16 Grisly Owls (2) £2.50 (A5-6"x9" envelope). 
‘i REIDER DESIGN LTD 1/9 1/2 TRADE 
ren Dwellers are now available from many good games and & ibranmabioss Gels Lefoseier Gls Sti ENQUIRES 
Tel: (0533) 549182 WELCOME 
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THE SENTRY BOX 


50a HIGH STREET, THAMES DITTON, 
SURREY. 
TELEPHONE: 01- 398 4988. 
OPENING HOURS: Mon- Fri 12,00-5.30 
except Wed closed. Sat 10.30 - 5.30 


i 


We stock comprehensive ranges of:- 
ESSEX, DIXON, GAMES WORKSHOP, 
CITADEL, CHRONICAL, TABLE TOP 
GAMES, QT MODELS (more to follow) 

PLUS 
HUMEROL PAINTS,and BRUSHES etc. 
DICE, WHITE DWARF. GAMES (various) 


MAIL ORDER AVAILABLE 
10% DISCOUNT TO ALL CLUBS 


66 GEORGE STREET, HULL, 
NORTH HUMBERSIDE. 
TELEPHONE: (0482) 24910. 
DAILY OPENING HOURS: 10am till 5pm. 


NEW GAMES, RPG‘s and SCENARIOS 
ARRIVING EVERY MONTH. 


kee NEW THIS MONTH *4****#* 
TERROR OF THE LICHEMASTER ( WARHAMMER). 


a 


Titan 


The Hero Maker 
The Ultimate Character 
Generator. 
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Titan creates perfect. 
detailed & comprehensive 
Adventurers for gloomy 

dungeons or dragon 
slaying quests in minutes. 

and ifs stil FUN!!! 
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The programs’ features include: 


x User or randomly rolled Dice »* Male/femaie limitations 

x All ability bonuses given x Class modifiers to ability scores 

* Racial modifiers to abilities | *Seven racial options 

x All 10 professions xAll Multi-Class options 

* Full spell Books calculated  »All Special class abilities listed 

* Height, Weight, Age x All standard & optional languages 
and handedness * Initial wealth rolled 

* Saving Throws * Facility to update existing characters *4 

% ‘Shop’ with standard goods %*Print out character to any printer 

x Save characters to disc 


‘Titan: the Hero Maker’ will run on a BBC B with discs. 
Available from: Goldsoft (Ducalplex Ltd.) 
42 Halimores, Broxbourne, Herts. 
Tel: 0992 461997/ 


445886. 
Cheques payable to Ducalplex Ltd 
£13.95 (80t.) or £12.50 (40t.) 
NB: This program is intended for use as an extension 0 
the Gygax rule mals & ait them. 
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The Kingdoms) 
of Terror 


Deep within the hostile Stornlands lies the 
Lorestone of Varetta, a treasure that holds the 
power and wisdom of your warrior ancestors. 


THE FIRST 
MAGNAKAI ADVENTURE 


Abreathtaking start to the Lone Wolf 
‘Master’ series — only £1.75 from all good 
bookshops and gamestores— now! 


ENTER A DANGEROUS WORLD. The Lone Wolf books 
are action-packed solo adventures set in the fantastic 
world of Magnamund. As Lone Wolf-last of the Kai 
Lords—you possess warrior skills that can aid your 
survival. As the adventure unfolds from page to page 
and from book to book, you will gain new skills an 
experience that will help you in the fight against your 
mortal enemies — the Darklords of Helgedad. 

@ Over 40 superb line drawings plus a full-colour 
game map and Action Chart. 
@ No dice needed. The unique combat system allows 


you to be Lone Wolf, whenever and wherever you like. 
@ Computer software, metal miniatures, T-shirts and 
Lone Wolf Club membership available. 


THE LONE WOLF ADVENTURES 


A unique fantasy gamebook series — each episode can 
be played separately, or combine them all to create a 
fantastic role-playing epic. 


The Kingdoms 
of Terror 


| For further information on Lone Wolf Club membership/merchandise please complete | 
this coupon. And send to the address above. 


Block Capitals Please, | 


Please mention White Dwarf when replying to advertisements 


IF WE DON'T HAVE IT 


~¥ 
“3 


YOU DON’T NEED IT 


THE SPECIALIST GAMES STORE 


iia = LONDON 
YORK 1 Dalling Road, Hammersmith, W6 BIRMINGHAM 
26 Goodramgate (Tel. 741-3445) Unit 37, West Court 
(Tel. 5375) Open Mon-Sat 9.30am-5.30pm jew Street Shopping Centre 
Open Mon-Sat 9.30am-5.30pm_ = Thurs. 9.30am-7.30pm (Tel. 632 4804) 
MANCHESTER Open Mon-Sat 9.30am-5.30pm 
NEWCASTLE Unit 162, Marsden Way, 
63 Clayton Street Arndale Centre (Tel. 832 6863) SHEFFIELD 

(Tel. 322418) Open Mon-Sat 9.30am-5.30am_ 95 The Moor (Tel. 750114) 

Open Mon-Sat 9.30am-5.30pm NOTTINGHAM Open Mon-Sat 9.30am-5.30pm 


41a Broadwalk, Broadmarsh Centre 
(Tel. 585744) 
Open Mon-Sat 9.30am-5.30pm 


SEND SAE FOR 24 
PAGE CATALOGUE 


NEW FROM 
TABLETOP 
GAMES 


NEW 15mm 
VEHICLES 
AND 
EQUIPMENT 


FOR 
LAZERBURN 
15mm VEHICLES by TTG 
(formerly by QT Models) 


ROBOTS (75p ea unless stated) 


DR1 Imperial Spider 

DR2 Imperial mine sweeper 

DR3 City Patrol Unit 

DR4 Warbot with power claw 
DR5 Warbot with two Gyroblasters 
DR6 Imperial Bomber unit (50 ea) 


VEHICLES & EQUIPMENT 


V101 Civilian Fit Car (50p) 
V102 Law Officer Air Raft (£1.25) 
V103 Hover Van (75p) 
104 Hover Support Wagon (£100) 
V105 Sabre Class Jetcopter (£1.25) 
VOO5 Heavy LaserCannon (95p) 


NEW SF MODELS 
STARFIGHTERS 


MetalMagic 


Bar . 

Table . 

Benches (2) 

Pile of Kegs .. 

Barrel on Stand 

Bar Stools (2) 

Landlord ..... 

Landlord's Wife 

Serving Wench carrying 

turkey on plater .... 
TV10 Pair of seated drunks 
TV11 Sleeping drunk .... 
TV12 Whore with client 
TV14 Blacksmith with hammer 
TV15 Rich Merchant ...... 
TV16 Woman Fruit seller 


COMPLETE SET £7.00 (POST FREE) 


THE ALCHEMIST 
Alchemist seated on stool 
Alchemist's assistant 


Cauldron ona fire 

Familiar ..... 

Book Shelves 

Potion Shelves 

Mystic Ring floor 
AL10 Stools (2) ......... 


COMPLETE SET £4.50 (POST FREE) 


FIGHTERS 

Ja Paladin in Plate 

1b Fighter in Scale with Mace 

Jc Fighter swinging Ax 

1d Fighter in Chainmail : 
Je Fighter with Axe & Square Shield . 


TABLETOP GAMES 


53 MANSFIELD ROAD, 


DAYBROOK, 
NOTTINGHAM 


P&P: 10% (min 16p) in UK 
OVERSEAS: 


Surface Mail 15% (min 15p); 


Airmail 60% 


V006 Weapon Pack 
Light Laser Cannon 
Light Bolt Cannon 
Light Mortar 

207 Jetbike and Rider 

2072 Jetbike only 


LASERBURN 
NOW A COMPLETE SCI-FI COMBAT & 
ROLE-PLAYING SYSTEM 
LASERBURN RULES (basic) 
FORCES OF THE IMPERIUM .. 
IMPERIAL COMMANDER 

(military combat rules) ..... 
ADV LASERBURN & ALIENS .. 


LASERBURN SCENARIOS 
Bunker 17 

Tarim Towe: 

Sewerville Shoot-Out .. 
Sea Prison Siege ... 


(Rules, Bunker 17; 15mm Figures & dice 


(10p EACH UNLESS STATED) 
ADVENTURERS & STAR SOLDIERS) 

Law Officer + Pistol 
Law Officer + Riot Gun 
Law Officer on Patrol Bike (30p) 
Patrol Bike only (25p) 
Adventurer with Pistol 
Heroine with Pistol 
Hero with Sword and Pistol 
Adventurer with Rifle 
Thug with Club 
Thug with Knife 
Thug with Pistol 


SF1 
SF2 
SF3 
SF4 
SF5 


Falcon 
Starglider 
C14. (Fantail) 
Condor 
Devestater 


(50p) 


Civilian (Standing) 
110A 
WwW 
12 
113 
114 
115 
116 
117 


Adventurer in Lt Armour 
Adventurer with 2 Pistols 
Adventurer with Laser Rifle 
Adventurer + Missile Launcher 
Law Officer in Riot Gear 

Law Officer Dog Handler with 
Grenade Launcher 

Guard Dog 

Law Officer Vechicle Crewman 
Gunner Standing 

As above but sitting 
Adventurer in Mesh Armour 
Adventurer with Support Belt 
Sentinel Law Officer 

Female Sentinel Officer 


116 
We 


120 
121 
122 
123 
124 


(30p) 
(25p) 


STARSHIP CREWS 

200 Starship Crewmen 

201 Merchant 

202 Space Scout 

203 Space Suited Fig 

204 Starship Officer 

205 Space Suited Fig + Laser Pistol 
206 Space Suited Fig + Laser Rifle 


IMPERIAL TROOPERS 
With Bolt Rifle 
With Heavy Bolt Rifle 
Black Guard Trooper 
Black Guard Officer 
Officer 
Senior Officer 
With Grenade Launcher 
With Conversion Beern Projector 
With Rapid Fire Bolt Gun 
in Power Armour (15p) 
In Dreadnought Armour (20p) 
Imperial Assault Droid (25p) 
Trooper Crewman, standing 
Trooper Crewman, sitting 
In Power Armour + Support 
Bolter (15p) 
In Power Armour + Plasma Gun (15p) 
Imperial Combat Scout 
+ Heavy Bolt Gun 
imperial Fast Scout Bike (40p) 
Scout Bike only (35p) 
Scout + Conversion Beam 
Scout + Gren Launcher 
imperial Assault Scout (15p) 
Imperial Guard in Power 
Armour (15p) 


REDEMPTIONIST REBELS 
400 With Force Sword & Pistol 
401 With Laser Rifle 


Clear plastic bases only 20p each. 


FEMALE FIGHTERS 

2a Female Fighter with Axe ...... 

2b Fem Fight 2 Swords & Buckler 

2c Defending with Shield . a 

2d Female Fighter drawing: Sword is | 45p 
2e Female Fighter in Plate with Sword. 45p 


WIZARDS 

3a Wizard reading spell from Book .. 
3b Wizard with Staff ...... 

3c Enchanter Summoning 

3d Wizard with Scroll ..... 

3e Bearded, with Pointed Hat 


CLERICS 

Cleric with Staff 

4b Bearded Cleric attacking with Mace. 45p 
4c Cleric, Chaimail with Round Shield .45p 
4d Portly Friar . 

4e Cleric: Shield & mai 


BARBARIANS 

5a With Sword & Dagger 

5b Oriental Barbarian 

5c Viking Barbarian .... 

5d Barbarian in Scale with Axe 45p 
Se Barbarian with 2-handed Sword .. 45p 


THIEVES 

6a Rogue: Studden Arm'r w Sword . 45p 
6b Assassin Striking = 

6c Thief with Loot & Spiked Club 

6d Female Thief with Lamp 

6e Female Thief demanding Cash .... 45p 


DWARFS 

7a Dwarf with Poleaxe 

7b Dwarf with Warhammer . 
7c Dwarf with Axe ... 

7d Dwarf with Sword & . Shield 
7e Dwarf in Scale with Sword 


SLIME MONSTERS 
8a Fungoid Screamer 
8b Bloodworm (2) ... 
8c Fungus Spores (2) 
8d Paving Mould (2) 
Be Amoeboid Blob . 


SUPERB NEW RANGE OF 25mm FANTASY FIGURES 
BY GERMANY’S LEADING DESIGNER, FROM TTG. 


ELVES 

9a Elf standing with Spear ... 

9b Elf advancing with Spear 

9c Elf firing Bow 

9d Female Elf with = 
9e Female Elf with Sword & Shield . 


orcs 

10a Orc Chieftain with Sword ........... 
10b Orc with Spear 

10c Ore with Axe - 

10d Ore with Shortsword . 

10e Orc with Mace 


SKELETONS 

11a Skeleton in Chainmail w Sword 
1b Hooded Skeleton : 
Me Skeleton with Scimit. 

11d Skeleton with Dagger 

Ne Armoured and drawing Sword .. 


MONSTERS SET 1 
12a Doppelganger 
12b Giant Frog 
12c Gargoyle 

12d Harpy 

12e Medusa . 


UNDEAD 

13a Liche ... 

13b Ghost 

13c Ghoul 

13d Zombie - 
13¢ Grave Beast . 


GOBLINS 

142 Chieftain with Mace 

14b Warrior with Spiked Mace 
14c Warrior with Spear 

14d Slinger 

14e Warrior with Sword 


CHAOS FIGHTERS 

15a Bowman ........... 

15b Fanatic in Homed ‘Helmet - 

15c Chaot in Plate with Large Axe 
15d Chaot with Skull Club .. ms 
15e Chaot in Chainmail with Scimitar 
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Warrior Lord 
With Flame-Thrower 
With Missile Launcher 
With Auto-Laser 
With Heavy Laser 
Warrior Lord with Power Axe 
Redemptionist Trike with 2-man 
crew (60p) 

408A Trike only (35p) 
Trike Gunner only 
Redemptionist Command Trike (60p) 
Warrior Lord with Power Sword 
and Sun Gun (15p) 
Redemptionist Crewman, standing 
As above, but sitting 
Seated Redemptionist Trooper 
Redemptionist Scout Skimmer 
with 2-man crew (£1.00) 
Redemptionist Scout Attack 
vehicle + 2 man-crew (£1.15) 


MERCENARIES 
Officer with Pistol 
With Assault Rifle 
With Machine Gun 
With S.M.G. 
With Auto-Laser and Jet Pack 
in Dreadnought Armour (25p) 
In Power Armour (20p) 


Become an ‘organ legger’ 
universe in this ‘endless’ solo book 
based on the LASERBURN system. 


V301a Hover-Glaive 

V301b Antigrav-Glaive 

V301c Wheeled-Giaive 

V301d Tracked-Glaive 

v302 Scorpion 12 man-Air Assault 


V303 Partizan Scout Vehicle 
V304 imperial Scout 

(extra weaponry for all vehicles) 
V001 Heavy Laser Turret .... 
V002 Missile Launcher Turret 
V003 Plasma Gun Turret .... 
vo04 Conversion Beam Turret .. 


FANTASY & ROLE-PLAYING RULES 
Monster Combat (TTG) ................... £1.50 
Once upon a Time in West (Gun Fight) . £3.90 
Volume 4 of above . E 
Rudis (Gladiatorial) 

Retinue (Medieval Skirmish . 

Heroes (Dark Ages) ..... 

Pony Wars (indian Fights) 


SF RULES (TTG) 

Combat 3000 ... 

Combat 3001 (for above) 
Starguard .......... 

Starhound (Fighter Combat) 
Encounter (Space Action) . 


FEMALE PRIESTESS 

16a Priestess with Cross 

16b Priestess in Plate with Mace .. 
16c Priestess with Staff 

16d Priestess Worshipping 

16e Priestess with Bag of Herbs 


FEMALE MAGIC USERS 
17a Sorceress reading book .. 
17b Wicked Witch . iopneiinansiay 
T7c Naked Sorceress with 
snake familiar ... 
17d Evil Sorceress : 
17e Good Sorceress in pointed hat 
waving wand ..... 


HALFLINGS 

18a with Sword & Shield 
18b with Sling ... 

18c Female thief 

18d Pulling Large Swor 


19b with two-handed poleax 
19¢ Firing Bow . 

18d Loading Bow . 

19e with Club .. 


PALLADINS 

202 Full plate with two-handed sword . 45p 
20b Full plate with long Sword ......... 45p 
20c Full plate with Sword & Shield ... 45p 
20d Chainmail with two-handed Sword . 45p 
20e Chainmail with Mace 


ALSO STOCKED 
TSR BOOKS & MODULES 
ASGARD RANGES 
WRG WARGAME 
RULES & BOOKS 
AVALON HILL GAMES 
SKYTREX TANKS 
& SHIPS 


25mm ASGARD FIGURES 

DWARFS (SUPERB RANGE OF DWARFS, 

IN OUR OPINION, THE BEST WE'VE SEEN) 
Adventurer .... 
Dwarf Axeman . 
Dwarf with Hammer 


Dwarf Hero 
Black Dwarf 


Dwarf with Arquebus . 
Dwarf Mercenary 
Dwarf Pikeman .. 


SSPsesesseses 


BPI 
BP2 
BPS 
BP4 
BPS 
BP6 
BP7 


Cloner Sternbow .... 
Taran Firedaughter 
Kern the Reaver . 
Koth Beastheim .. 
Mad Rollo .... 
Sterni the Darkling 
Arfiane the Archer 
BP8 = Aurock Stormkin 
BPS Skai Wolfbane 
BP10 Alric Mancieav 
BP11 TwoCuts . 


Fantasy Wargame Rules .. 
& of the Fungoid Trolls 
(first Reaper scenario) 
Reaper Starter Pack - ¥ 
(Basic Rules, dice & two small 15mm 


Magic User w Staff Ape 
Mag UserwWand Ogre (25mm) . 
Glericin Chainmail Troll (25mm) 
Clericin Piste 
Thiet 
Assassin 
Bard Liz’man w Club .... 
Fighter in Chainmail Liz’man w Sw‘d .... 
Female in Plate 
F10 Female MU 
F11 Female Cleric 
F12 Female Thief 
F13 Female Fighter 
inChainmal 
F14 Female Fighter 
in Piate 
F15 Dwarfin Chainmail Lord of Chaos ..... 
with Axe Knight of Chaos .... 
F16 Dwarfin Plate Minotaur 
with Axe 
F17 Dwarfin Chainmail GIANTS 
with Sword Hilt (30mm) . 
F18 Owarfin Plate Fire (40mm) 
with Hammer Frost (50mm) ....... 
F19 Elf Magic User Stone (40mm) .. 
F20 Elf Fighter J) 


Skel‘ton Warrior 


DRAGONS 
Red Dragon ...,., 
Black Dragon ..... 


FLYING REPTILE 
£1.95 With Lord of Chaos 
£1.95 Rider .. 


DEMONS 

Winged Fiend (30mm) ........ 
Satanic Archdemon (40mm) 
Balrog (35mm) . 

Manticore ....... 


GOBLINS 

Goblin Standard Bearer 2.00.2... 
Goblin advancing with Sword 
Goblin attacking with Sword . 
Goblin attacking with Axe 


CHARIOT 


2-Horse, Scythed Chariot with Rider ... 60p 


‘Oro mounted on Dragon 
CHARIOTS (4 Horse) 


Please mention White Dwarf when replying to advertisements 


GAMES SHOP 


Stockists of 
DUNGEONS & DRAGONS 
Most RPGs and Supplements 
* Wargames * Fantasy Games * 
' * Science Fiction Games * 
Figures by 
CITADEL * ASGARD * GRENADIER 


Tabletop 15mm SF & Fantasy 
Davco Microtanks, Ships, Planes 
Platoon 20 * Gallia Buildings 
Torchlight Fantasy & SF 
Rulebooks * Integral Terrain 
Paints * Dice * Brushes * Magazines 


818 London. Road, Leigh-on Sea 
Tel: Southend 73308 
Open 9.30-1.30 and 2.30-5.30. 
Closed on Mondays 


THE EAST TOWER 


MIL! - ART & SECOND CHANCE GAMES shop 
at Fort Perch Rock, New Brighton, Wirral, Merseyside. 


(A ninateanth century tartification which guards the entranes of the River Mersey.) 


TELE: (051) 638 3535 / 6585, 
SECOND CHANCE GAMES 


Board Games, Role Playing Games, Rules, Specialists in Old & Rere Board 
Wargames and Magazines, Second Hand Games & Magozines Bought & Sold. 
Stockists of Grenadier Figures. 


Y ’ ae — [ 4 =A ~ 
—) MlicAt Ces, 
| Pa - 


(TOP QUALITY PAINTED FIGURES) 


FANTASY ARMIES 
neh army contains 60 pinees of well painted Essex Miniatures. Two standarts of painting. Standart Army: £60 - Detune €120. 


DWARVEN 


onc INOMES 


a SKELETON 
Doluae only SAMURAI 


AZTEC, 


GOBLIN 


DARK AGES & MEDIEVAL ARMIES 


VIKING, SAXON, RELIGIOUS ORDER, FEUDAL EUROPEAN, WARRIOR MONKS 
MEDIEVAL EUROPEAN, MEDIEVAL ENGLISH 
ESSEX DR OF ACKS:— Standard £12, Deluxe £24, 


PAINTING SERVICE AVAILABLE 
ALL PRICES INCLUDE P +P. U.K, & B.F.P.O. 


MILI- ART Dept. W/D 
18, MARINE PARK MANSIONS, | 


MAIL ORDER 
SECOND CHANCE GAMES 
2, ST. MARY'S STREET 


WELLINGTON ROAD. 
WALLASEY. NEW BRIGHTON. 
MERSEYSIDE L45 5TX. WIRRAL, MERSEYSIDE, L45 2NP 


LARGE $.A.£. FOR CATALOGUES 


poe 
| macy, soi-fl 


ISN'T IT ABOUT TIME YOUR 
DUNGEONS MOVED INTO THE THIRD DIMENSION? 


Rooms, passages, steps, accessories - everything you 
need to convert your dungeon master plans into a 


cy 


super - flexible. Plus our range of Specials:Dragon‘s 
Cave, Wizard‘s Room, Tavern, Throne Room and 
Spider's Lair. All cast in sturdy resin with gridded 
floors and detailed walls, to 25mm scale. Prices from 
75p to £6.75, Also available, our new 15mm range of 
Science - Fiction buildings and accessories. 


eR 


Send Stamped Addressed Envelope for details to:- 

TORCHLIGHT, UNIT 15, BROOKSIDE WORKS, 

SPRINGFIELD DRIVE, WESTCLIFF - ON - SEA, 

ESSEX. SSO ORA, 
or enquire at your local games shop. 

*#*#***STOP PRESS —-NEW RELEASES****#*** 
A16 Circular Tower Room with Doorway........0£2.45. 
B7_ Passage section partially blocked with rubble.95p. 
C19 Set of small (15mm) doorwayS.....ss.sseseeseree 7 SPs 
C20: Gteait Steps ci casa cocnsssceosvactrexesssseoe 
SS_ Spider‘s Lair (including Giant Spider) 


ts 
vA 
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IS: Andelen, PO Box 4, Ochre River, Manitoba, Canada) 
France: Jeux Actuels, BP 534, 27005 Evreux Cedex. 
Italy: Ital Model, 20129 Milano, Via Sirtori, 10. 
Norway: Aen, Oygardveien 72, N1340, Bekkerstua. 
Sweden: GMS Import, Magistratv SIB, $222 43, Lund. 
W. Germany: Fantasy & Science Fiction, Wandsdexer 
Chaussee N45, D200 Hamburg 76. 


THE 
“WARLORD I 
GAMES SHOP 
Stockists of 
DUNGEONS & DRAGONS 
Most RPGs and Supplements 
* Wargames * Fantasy Games * 
* Science Fiction Games * 
Figures by 
CITADEL * ASGARD * GRENADIER 
Torchlight Fantasy & SF 
Paints * Dice * Brushes * Magazines 
PLUS 
Chess * Backgammon * Mah Jong 
and a selection of other traditional 
and Family Games 


362 Chartwell Square, Southend 


Tel: Southend 615988 
Open Mon-Sat 9.30-5.30 


“Midland Ganes 
Centre of Coventry & Warwick. 


LARGE, SELECTION OF GAMES AND MINIATURES 


* PERSONAL SERVICE 
® STUDENT (NUS) DISCOUNT 
e SECOND — HAND GAMES 


COVENTRY 9.00 — 5.00 
WARWICK 9.30 — 5.30 


CLOSED THURSDAYS 


UNIT 8, THE KNIBBS 
SMITH ST. 
WARWICK, 

Tel. 401104. 


SHAMBLES PARADE 
21 HALES ST. 
COVENTRY. 

Tel. 24612 & Games. 


PAIGN 


FIGURES 


Yhe best and largest range of buildings and 
accessories for the fantasy player. The popular 
Hovels range in 25mm and 15mm including our 
25mm Samurai village with accessories - even 
peasants, 
Personal callers by appointment only 
Tel. (0472) 750552. 

Send large SAE plus 25p (overseas customers 3 
IRC‘ s) for our new 1986 catalogue to.- 
HOVELS (W2), 18 Glebe Road, Scartho, 

Grimsby, South Humberside. DN33 2HL. 


EXPEORSRS OF 


Orion Games 


ORVOK 
6 St Austell Rd. This great new Play By \ ex - 


B 
’ - Mail game is full ere 
p= glee citement. It combines 
role-playing with war- 
gaming and enables a 
player to take control 
of a powerful merc- 
enary clan. These 
nomadic clans roam 
over the huge world of 
Orion with it’s many 


am 
= 


to Orion Games. 
Future turns cost £1.25 


THIS MONTH! 


TERROR OF THE LICHEMASTER, 
NIGHTMARE IN NORWAY, 
ADVANCED SQUAD LEADER. 
*PLUS MANY MORE NEW RELEASES* 


miniatures 
P.O. BOX 154, WEMBLEY, 
MIDDX. HAO 3UG. 


ORCS 
54 different codes including 
a complete range of seige equipment. 
SCI - FI 
A new range of 25mm 
figures and vehicles. 
FANTASY BUILDINGS 
Suitable for our 25mm 
fantasy range. 
ALSO AVAILABLE 
Arab / Israeli ‘67 War 
figures and vehicles (1/76 scale). 


MAIN STOCKISTS 
Model Shop Harrow & Spirit Games of Croydon. 


Please add 10% 

(Min 30p) P + P 
Overseas add 30% 
(Min £1.) P+ P 

POST FREE 

OVER £15. (UK only) 


Allow 28 days for delivery. 


SAE for full lists 
Make all cheques 

and PO‘s payable to:- 
GREMLIN 
MINIATURES 


Saturday & Sunday the 22nd & 23rd March. 


KR aC KypRs 
GAMES SHOP 


For probably the widest range of role-playing, war and 
sports games in the southwest. Also metal figures, robot 
models, posters, Judge Dredd magazines, + T-Shirts, 
+ Video Arcade — all can be found at: 
The Joke Shop, 158-159 East Reach, Taunton 
Tel: Taunton 85630 
Opening hours 10.00-5.30 (Closed Thursdays) 


TOPPERS 


‘ees OF CHESTER 


THE LAND OF FANTASY 
FOR ALL YOUR GAMING NEEDS 


Dungeons & Dragons, RuneQuest and 
most RPGs plus aids and supplements 
Avalon Hill—Citadel—Grenadier 
Prince August—Paints and magazines. 


Mail Order accepted 
Upper Level, 16 mercia Square, 
off Frodsham Street, Chester. 
Tel: Chester 28802 


t=) 
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Give that extra KICK to your game with the 
Masters in Oriental Role Playing figures ! 


SEND £1.50 FOR OUR 
FULLY ILLUSTRATED CATALOGUE. 


IN THE ‘PIPELINE’! 


A SHORT SERIES OF DWARFS 
MORE DASTARDLY NINJAI 


See us at ‘SHEFFIELD TRIPLES’ 
The Octagon Centre ,Sheffield 


Our distributor in the USA & CANADA 
is Mr. J. Hood ‘WARGAMES’, 1410, 
Promenade Bank Centre, Richardson, 
TEXAS 75080. z 


DIXON MINIATURES. Unit 28, Spring Grove Mills, 
Linthwaite, Huddersfield, W. Yorkshire. Tel: (0484) 846162. 


Please mention White Dwarf when replying to advertisements 


This month's 
centaurfold..._ 


: SeraidaReener 


105 COWLEY ROAD, OXFORD TEL: (0865) 721348 


MEDWAY GAMES CENTRE 
1 CHURCH STREET 
CHATHAM, KENT 
Tel: MEDWAY (0634) 814750 


Fantasy Games @ Board Games 
Figures: CITADEL, GRENADIER, 
PRINZ AUGUST, MINIFIGS 


Open Mon-Sat 9.30-5.30 
a. (Closed Wednesday) == 
ems 


STANDARD GAMES 
STANDARD MINIATURES 


You fought in 
Europe with Cry 
Havoc and Siege, 
but now can you 
fight your way 
through the Holy 
Land to Jerusalem 
with Outremer? 
Full Colour Counters 
(over 800 pieces) 

Two Full Colour Maps 
The Watering Hole, The 
Olive Grove 

One Full Colour Map 
of the Holy Land 

Rules of Play 

Starter Scenario 
Scenario Generating 
System 

Rules for Character 
Advancement and 
Historical Background 
Play Sheets : ' 
Oke £11.50 - U.K. postage add 10%. Overseas 35%. 


For catalogue of our miniatures (Medieval Range, 
Armies of the Holy Land, Mercenaries of Dark Blades 
and Fantasy) and full colour brochure illustrating the 
fantastic range of wargaming accessories and unique 
strategy games, send s.a.e. to: 


Standard Games, Arlon House, Station Road, Kings Langley, Herts. 
Telephone: 09277 68328 


Please mention White Dwarf when replying to advertisements 64 


GAWGS SUORA 


161, Linthorpe Road, Middlesbrough, 
Cleveland. Telephone: (0642) 247553). 


Stockists of:- 

Games Workshop, Citadel, Garnes 

(of Liverpool), Tabletop, Skytrex, 

TM Games, Denizen, Torchlight, 

Flying Buffalo, Standard Games, 
and many more. 


Computer software: 
For the most popular computers ie. C64, C16, 
Spectrum, Atari, BBC, Amstrad and MSX etc. 
Mail order (+12% %) P & P. 


7 Lawrence Sherriff Street, 
Rugby Cv22 5EJ 
Warwickshire 
Tel: Rugby (0788) 62372 
Open Mon-Sat 9.00am-5.30pm 


Discount scheme for clubs 


& Winning Came 
_ plete 
* STARS § SEARCH - 
Se 2 


: A Tactical eave: 
___ through th the hazards of ‘hazards of deep s space 


oTRATSOPS 


SasyencttBaie GAME OF STRATEGIC 
AIR OPERATIONS 


———— Ayailable from your local stockist or— 
romour shop at 


Ist floor 
Croydon Indoor Mkt. Park St. 


01 760 0078 


SPIRIT 
James 


Croydoris leading R.P.G. & Fantasy Figures stockist 


Fearsome Black Riders on winged beasts.... 
the terrifying Nazgul! Lords of the Undead astride fell creatures of an 
elder age. The latest models from Citadel in the acclaimed Lord of the Rings 
miniatures range. 
This boxed set contains both foot and mounted version of the infamous 
Nazgul, forming a vital addition to the host of every aspiring Dark Lord. 


All the Lord of the Rings™ Miniatures are suitable for use with lron Crown Enterprises 
Middle Earth role-playing game. 


Available now from all good game shops or 
send S.A.E. for full mail order details to: 
Citadel Miniatures, Chewton Street, Hilltop, Eastwood, Nottingham 


© 1985 Tolkien Enterprises. THE HOBBIT™ and THELORD OF THE RINGS™ and all the characters and places therein are trademark properties of 
Tolkien Enterprises, a division of Elan Merchandising Inc, Berkeley California, No unauthorised use permitt 
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Tele. (0773)769522 or Games Workshop U.S.,9110F Red Branch Rd., CYEADET 
Columbia MD 21045, U.S.A. Tele. (301) 964-0262 MINIATURES 


ZOMBIE DRAGON DESCRIBED FOR WARHAMMER 
by Rick Priestley 


Earth-grip could not hold it, nor the pall of death hope 
to cover its rotting carcass. It is the Zombie Dragon, 
heaving innards spilling in its wake, falling scale 
scarse hiding pale shards of bone. The grim stench of 
decay surrounds it like a laughing army of torment, 
and its gaze alone can entrap the immortal soul. 
Tattered wings beat silently upon the ether that the 
Zombie Dragon may fly beyond the stuff of reality 
and into your worst nightmare. 


ZOMBIE DRAGON 


The Zombie Dragon is a magical creature, a dragon 
given undead form by powerful spells. To create such 
a terrible being a magician must seek out a dragon 
that has grown greedy and malicious sitting for 
untold ages upon a pile of ancient gold. Only such a 
dragon is suitable to take on undead form for its heart 
has already become twisted and embittered and 
turned away from life. A necromancer of sufficient 
power may then transmute the creature into one of 
the undead by use of the spell detailed below. 
Zombie Dragons lack wills of their own, they are mere 
puppets of destruction, deathly tools of their magical 
masters. Their greatest power is that of ethereal 
flight, which allows the creature to fly through all 
manner of solid objects, such as castle walls or 
houses, and alight in solid form within the very 
stronghold of their foes. Their huge rotting limbs can 
claw and rend, whilst their snapping jaws deal death 
with lightning speed. Their very presence creates an 
aura of dismay in living creatures, and their eyes are 
fearsome weapons of soul-draining potency. 


Physique. The Zombie Dragon comprises the 
physical remains of a dragon. As with living creatures, 
their size and appearance will vary a great deal 
depending upon age and type. 

Alignment. Non-aligned - can be regarded as evil. 
Base size. 40 x 100mm - but any size is acceptable. 
Special rules 


4. Zombie Dragons are immune to psychological 
tests, cannot be routed, and never take rout tests. 


2. Zombie Dragons cause fear in living creatures 
and terror in living creatures under 12’ tall. 


S: Zombie Dragons are invunerable to normal 
weapons. They can be harmed only by a magical 
attack, such as a magical weapon or creature. 


4. All of a Zombie Dragon’s attacks count as magical, 
as if from a magical weapon. 


Please mention White Dwarf when replying to advertisements 


FROM THE MAWOF 
OBLIVION _ 


Zombie Dragons can only be controlled by their 
magical creator. The range of this control is infinite. 
Ifthe controller is destroyed then so is the 
dragon. 


6. All living creatures within 4" of the dragon suffer a 
—1 to hit penalty for shooting or combat due to 
the depressing effects of the aura of dismay. 


7. The Zombie Dragon can fly ethereally. This 
works like an instant teleport allowing the 
dragon to move to a new position anywhere on 
the tabletop, at any height band or on the 
ground. The dragon cannot fly and move during 
the same turn, but can fly directly into combat, 
counting as a charge. 


8. The gaze of the Zombie dragon can be used as a 
shooting or combat attack (but only once per 
turn). Ithas a range of 12”. Any single target can 
be transfixed, and must then roll less than its 
will power on 2D6 to escape the gaze. If the roll 
is failed then 1 automatic wound is caused, and 
all of the victim's personal characteristics 
reduced by 1 permanently. 


Profile ah 
Fighting Personal 
Characteristics Characteristics 
M -WS'BS S° TW | A | bd-int ‘cl WP 
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(gaze) 


Basic points. 756 - made up to a round 1000 to take 
into account the additional special abilities and 
ethereal movement. 


ZOMBIE DRAGON SPELL 
Spelllevel 4 
Energy 12 


Description This spell allows a necromancer toturna 
dragon into a Zombie Dragon under his 
control. In order to be effective, the spell 
must be cast against a dragon already 
corrupted by greed, avarice or jealousy. 
Guardians of treasure are of this kind. 
Any Chaotic or Evil dragons will also be 
susceptible. Goodly or neutral dragons 
cannot be effected. 


NEW BOX SET - CITADEL’S ZOMBIE DRAGON 


The Zombie Dragon is the latest in a series of models 
from ace American designer Tom Meier. Tom's other 
ragon s can be found in Citadel’s Compendium 
together with the rest of the Citadel range. 
Modelling is well up to the high standards we have 
all come to expect from this sculptor, with lots of 
careful detail to reward the skilled painter. Exposed 
teeth and bits of innard poking through the flesh are 
especially well done - the hanging windpipe is a nice 
touch too! The model makes up to over 160mm long 
and comes in three sections. Assembly is straight 
forward enough for anyone used to multi-part castings. 
The fit of the parts is moderately good and they 
are cleanly cast. Pieces can be fastened with epoxy 
lue, holding until dry with plastiscene or similar. 
little filling with epoxy putty will help strengthen 
joints and cover joins. Experienced modellers may 
wish to pin the wings into place with a length of 
wire, as well as glueing, as this will strengthen them 


considerably. A pin-vice can be used to drill a suitable 
hole through the wing section and body so that a 
piece of wire can be inserted. 


Overall another fine piece from Tom, with the added 
bonus of coming in a box with full-colour artwork by 
the incomparable John Blanche. 


NOT FOR SALE IN U.S.A. 


Available now from all good game shops 
or send S.A.E. for full mail order details to: 
Citadel Miniatures, Chewton Street, 
Hilltop, Eastwood, Nottingham . 

Tele. (0773)769522 


Mail order charges: 
U.K, B.F.P.O. & Eire: add 65p P&P, Orders over £10 post free. 
Overseas: add 33% P&P {rminionaen £2). mt should be 
cheque or money order made ve vchints pumas atettnn: 


AUENIATURES 
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ORIENTAL ADVENTURES 


The latest AD&D™ rule 
book from TSR. 


New character classes 
samurai, shukenja, bushi, 
kensai, Wu-jen, ninja 

and yakuza... 


New character races 
korobokuru, hengeyokai 
and spirit folk... 


Martlal Arts Rules 
Karate, Kung Fu, Tae 
Kwon Do and Jujutsu 
Tules, plus a system for 
creating new martial arts... 


Proficiencies , 

A completely new skill 
system for the AD&D 
game... ; 


Honour 
Family and character 
honour rules... 


New Spells 
New Monsters 


New Weaponry 


And anew 
world to 
adventure 
across... 


Oriental Adventures is a complete 
sub-system for AD&D adventures set in 
the Far East. It is fully compatible with 
the “Western” AD&D rules, but is good 
enough to stand alone as a separate 
version of the game. 


Available now from better games shops, or in case of 


difficulty, contact: 
Wee pe 
en es 
SX ae ed TSR UK Limited 
as Se ~ The Mill : 
“ > Rathmore Road 
CAMBRIDGE CB1 4AD 
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